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YOUR NEW 
NAILS ARE 
INTERESTING 


In addition to being an action figure power- 
house, the 1982 Masters of the Universe line 
was also beloved for its inclusion of mini- 
comics. No other toy line in history has included 
a pack-in-comic run of that magnitude. The 
vintage Masters of the Universe toy line would 
include a whopping forty-nine minicomics, 
measuring approximately four inches wide by 
five inches tall. Many of them told stories that 
were centered around the toy with which they 


were packaged. Mattel also created two slightly 
larger illustrated pack-ins: one came with the 
Point Dread and Talon Fighter vehicle playset, 
and one came with an Evil Horde two-pack. 
The latter is one of the most highly sought-after 
comics due to its rarity and because it is illus- 
trated and colored entirely by the legendary 
Bruce Timm. All fifty-one of these action-packed 
comics are included here for your enjoyment. 
Relive the adventure! 


lilustrations: © Mattel, Inc. 1985. Hawthorne, CA 90250 U.S.A. PRINTED IN MALAYSIA. All Rights 
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NO ONE'S EVER COME. 
THIS FAR INTO THE CAVES, 

SKELETOR! LET'S GET 

,OUT OF = MERES ; 


COWARD! I SENSE 
NEW POWER IN THESE 
CAVES... POWER =f 
A THAT Must BE dln 


y WHAT'S THAT ¥ 

7 GLOW? THERE 
SHOULDN'T BE 
ANY LIGHT 


HERE... STRUGGLING 


a 1 / 77 OWN — | SOMETHING 
ook To BE FREE! Bl \S WRITTEN 


BUT THERE'S “> 
NOT ENOUGH ENERGY 
4 TO BE USEFUL! ALL 
THIS WAY FOR 
yy, NOTHING! _ 


IT'S IN THE 


LANGUAGE OF THE 


7 PEOPLE CAN'T Ve 
THAT IN JHOUSANPS READ IT 
_ OF YEARS! _@& ANYMORE! 4 


IT READS “WE WHO FEEDS 
THE POOL OF POWER SHALL 
KNOW THE SECRET OF & 
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~ we, SPREAD 
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TO WARN 
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MASTER! 
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* King Hiss is depicted here with a face and head design slightly different from the toy, possibly because this comic was produced during toy development. 


ennai ee IN THE 
ennai ee OF ETERNIA.. 


THEN EVEN THOUGH 
SKELETOR HAD ue 
> PED... 


DEEP WITHIN 
SNAKE 
MOUNTAIN / 


FINISH YOUR STORY, ORKO, - 
I JUST REMEMBERED I 
HAVE TO GE SOMEWHERE! 


(THIS JET I WONDER WHAT 
SLED WILL DEVILTRY SKELETOR 
HAS HATCHED UP 
| THIS TIME 7 ef 


» As ( 


Sal 


“= NOW! IT LOOKS AS NORMAL - 
LAS THAT DEN OF EVIL 
No , 6CAN/ J 


THERE'S SNAKE MOUNTAIN SSSI es =i 
ey n/N 


yr 


IT'S SKELETOR AND KK : 2 
HIS CHUM, KOBRA PN 4 7 etre 
KHAN... GIVING THAT 


IT WAS IN THE 
NEIGHBORHOOD, 
SKELETOR, SO 
I THOUGHT 


\ af IT'S NOT 
Hy LIKE SKELETOR 
TO GIVE UP 
THIS EASILY. 
OH WELL... 


NOT AT ALL / 
SAFE NOW, | |ARE YOU VISITING 
FRIEND / ETERNIA? 


ME 
MNS. 2 
RRA ~ 
RA 
Re 

N 


wal | ETERNIA WILL FALL, 
AND THEN... THE 
UNIVERSE / 


i I'M GLAD YOU'RE AWAKE... 
/ PLEASANT ‘@) | BECAUSE YOUR NIGHTMARES 
ARE JUST BEGINNING! 4 


EVEN YOUR GREAT “G 
STRENGTH IS USELESS BH 
AGAINST THE FORCE J 17 
FIELD AROUND You! Z 


THE LEGENDARY KING OF THE LISTEN CLOSELY-- 
SNAKE MEN ¢ THAT'S IMPOSSIBLE / THIS 1S THE TRUTH, 
KING HISS IS BUT B& f FROM ant 

A MYTH! % iif 


I —— 
“THOUSANDS OF YEARS 
AGO, I RULED 
SEVERAL PLANETS 
IN THIS UNIVERSE ! 
STE = 


Kd 


“THEN I CAME TO ETERNIA | |*.. DESTROY/NG ALL IN OUR 
AND TOOK SNAKE PATH! WE CAME TO THE 
MOUNTAIN FOR MY PALACE OF ETERNIA... 4 

THRONE. MY FORCES ) 

SWEPT ACROSS THIS LAND... 


is iy xc 


Wr <a e A [ a p y \ ae | 
; a RNS 
Sa!“ my REPULSIVE REPTILES | 
AND I HELD THE GALAXIES 
4 IN AN IRON GRIP! 
g 


= ASK 


IN THAT TIMELESS 
DIMENSION, IL 
DID NOT GROW 
OLD, BUT MY 
HATRED FOR 
ETERNIA CREW.. 
AND GREW... 


HURLED US INTO ANOTHER 
DIMENSION ! 7 


NOW, 1 HAVE COME. BACK 
AND ETERNIA WILL FEEL AND I'M JUST THE 

MY WRATH. ALL I NEED ONE. TO HELP HIM 
DO IS BRING MY SNAKE. Do IT! IN RET! 


WARRIORS BACK... 


~ A @ \! i Pa 5 “ve 4 : 
KING HISS'S ARMY \ V4 Se 
WILL HELP ME 1 ea SW 
CONQUER ETERNIA! ANG. LY) We. 


NOW, SKELETOR! FOCUS |W YES! WE WILL | [ LOOK! HERE THEY COME! 

ALL YOUR POWERON 2 PULL THE SNAKE] | BUT THERE ARE ONLY 
THE POWER POOL / x4 MEN TOUS FROM! | TWO OF THEM! WE 

ae RA, THAT OTHER 

: a, DIMENSION / 


YOUR SPELLS AREN'T WORKING 

PROPERLY! THESE SNAKE 

MEN ARE FROM THE EVIL 
HORDE ON ETHERIA! 


* Kobra Khan’s remark that “these Snake Men are from the Evil Horde on Etheria!” is a reference to the Filmation She-Ra cartoon, where both Rattlor 
and Tung Lashor were seen working for Hordak in some episodes. 


THE EVIL HORDE \ FORGIVE US, KING HISS/ : SKELETOR'S 
STILL EXISTS?! WHEN YOU AND THE - FORCE FIELD 
OTHERS < J 
VANISHED, 


I'DBETTER 
STOP THIS 
SITUATION 


NS! 


(ae | 
N S THE POWER TO FREE 
VY A 


RMy! 


UDVENLY, fi ; 
RATTLOR ; AS YOU 
STRIKES! [> (Fi ae COMMAND, | 
Se (NS MY KING LA 

‘ . : “ x Zs 
oa D, 4 ‘ — > ye ———S 
; & y; 1, YO or <i 


LL FIX THE FORCE | | THE SWORD OF POWER... 
FIELD... TO MAKE | | THE ANCIENTS CREATED 
SURE HE-MAN IT TO AID THE FORCES 
STAYS OUT OF OF GOOD! 

OUR WaAy/ a 


* Rattlor’s appearance with yellow coloring is based on his concept art. 


Sa 


a! 
by THE 


. HE'S RIGHT: 
f I CAN SEE 
. HIS WARRIORS 
FORMING 
ALREADY! IL 
HAVE JUST 7 
ONE LAST 
CHANCE! 37 


>. NOT oN ) 
See 
> io 


Fit FA N 


LSS 


NG 


2a 
Smart 


(= JUST FREE THE 4&, 
SWORD BEFORE 

THE SNAKE MEN 3 
X MATERIALIZE... 


RY 


JUST AS I HOPED! WHEN THE I'LL CAP THE POOL WITH 

SWORD WAS PULLED FROM THIS STALAGMITE... THIS 
THE POOL, IT DREW ITS SHOULD AT LEAST SLOW 
POWER BACK INTO ITSELF / SKELETOR AND KING |, 
THE DOORWAY |S SEALED / 4 


POOL 
{ SKELETOR 
AND KING HISS MIGHT FIND 
ANOTHER WAY 
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SPEAKING OF 
SKELETOR AND KING 
HISS, IT SOUNDS 

LIKE. THEY'LL 
BE HERE ANY 


| 4 SECOND NOW._< 


TUNG LASHOR! RATTLOR/ WE 

THREE ARE THE LAST OF THE : 

SNAKE MEN! you MUST BE 

MY TOOLS OF VENGEANC fra As 
AGAINST 


~ ETERNIA! 4 
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I'LL MAKE A BACK 
DOOR ANP LET 
MYSELF OUT! 


TOGETHER, 


WE WILL BE 


VICTORIOUS 


iy 


JOIN THEM AND BE MY 
SPY, AND WHEN L HAVE 
CONQUERED ETERNIA, 
YOU SHALL HAVE 
REWARDS BEYOND 4 
MEASURE! _o¢ 


< 


“6 A ; 
WHAT?! 


THE EVIL HORDE WILL FALL, ° 
AND HE-MAN AND ANYONE. 
ELSE WHO 4 

STANDS z 


WAIT, HISS! IMA 
SNAKE MAN, Too / 
I WANT TO JOIN 


SKELETOR, MY 
NEW FRIEND / 


yy THEN WELCOME, 
{ 7 KOBRA KHAN ! 
1 4f WELCOME TO THE 
@ CLAN OF THE VIPER ! 
AND THEN, I 
WILL DESTROY 
you! 


UNTIL WE 


eel "ARE. MASTERS OF 
ok THE. UNIVERSE / 


NO, ORKO, PEOPLE 

WHO REALLY NEED 
HELP SHOULDN'T 

SUFFER JUST BECAUSE 
KING HISS TRICKED 
Me! 


«THEN I SLICED MY WAY \< 
THROUGH A CAVE WALL, 
CAME BACK HERE AND 
CHANGED BACK TO 


I'LL BET 
You'LL BE 
CAREFUL WHO 


WHEREVER 
ANYONE NEEDS 
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Illustrations: © Mattel, Inc. 1985. Hawthorne, CA 90250 U.S.A. PRINTED IN HONG KONG. All 
Rights Reserved. 
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IT IS A FESTIVE DAY IN 
| ETERNIA. A BRIGHT SUN 
“1 WARMS THE AIR AS KING 


| ANNUAL SPRING CELEBRATION. | / 
DN cere 
ro 


¥ YOU KNOW, IT IS THE 
CUSTOM ON THE FIRST DAY 
OF SPRING TO BRING 
FORTH THIS MARVELOUS 

I. MAGICAL WONDER 


WRITER- TIM KILPIN 
ARTIST- BRUCE TIMM 
LETTERER- STAN SAKAI 


Wes Bis 
V4 COLORIST- CHARLES SIMPSON te! as } 
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TO A DIFFERENT ETERNIAN FARMER 
EACH YEAR. IT (S HIS HONOR... AND 
DUTY... TO PROTECT IT. IN RETURN, # 

THE GEM OF LIFE SHALL BESTOW 
UPON ALL OUR LANDS A RICH, 
BOUNTIFUL HARVEST! 


ISN'T IT BEAUTIFUL, 
ADAM? I WONDER 


WHO WILL BE. CHOSEN 
TO GUARD THE GEM 
THIS YEAR. U 
shy THE GEM 
THIS YEAR! 


Dd 


WAH 


Y 


HONESTL’ \ 
ADAM! 4 J 


q 
Wd 


(S HUNTING... OR 
FISHING... OR SOMETHING 2 
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| ( BUT IT SEEMS | 


TO TAKE THE GEM jz" * 
OF LIFE THIS YEAR! i. 


Y 74 . SMELETOR PEERS INTO 
YA AHIS MYSTIC ORB, WATCHING 
Pp THE GEM OF LIFE RITUAL 
WITH S/SGUST!/ 


WHOSE HEART |S 
M EVILILIKE ME/ 
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FOR LURKING 
WITHIN THE DARK 
RECESSES OF 


SNAKE 
MOUNTAIN... 


SHOWN THISSS TO 
TRUE, SSSIR/ 


i 2 a 
} wir THE GEM IN N 
MY POSSESSION, THE 


LANDS OF ETERNIA 
WILL YIELD NO 
MORE CROPS / 


AND I SHALL 
AST ON THE 
ETERNIANS’ , 
MISERY! ; ' . = 

SINE LL 0 OS ee 7 FIRST L MUST 

——— PSIEND SBIR 

SSSPLENDID, sssiR/ , ‘ 
WILL YOU BE, LEAVING HE HAS FASHIONED 

me NOVY < 4 y [7-) ) 


‘ae — aT 


MA 
HE-MAN'S FLYING 
FISTS SEEM 

LIKE SHRIVELED 
FINGERS / 
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{7 HIGH UP IN THE 
DESOLATE, FORBIDDING | 
» MOUNTAINS OF 
, ETERNIA... of 


A\ 


\ 
\ 

\ 
RW 


WHA fe ty, UY, 
wr yey. «% 
4 


ia 


LY 
Ne 
EED, 
LETOR 

7 


sd 
! 
ar 


* We see Spikor using a hammer attachment, which was not an actual toy accessory. 


I'VE ALSO CREATED 
THIS BEASTLY PINCHER 
FOR YOU TO USE 

THE CLAWS! 
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f BUT HOW DO 
_ \ THEY WORK? 


MINDED AS 
IL THOUGHT! 


BUT BEFORE SPIKOR (ii 


“TIN CAN RESPOND To THE 


drei 


hem, 


BACK AT THE ROYAL heap aes SPRING FESTIVAL 
ce IN FULL SWING. KING RANDOR IS ABOUT TO PRESENT 
bead Seabt OF LIFE To ) THE CHOSEN Beetles R... 


‘| 


BUT ANOTHER FARMER, OLD AND 
DISEASED STEPS FORWARD AT THE 
LAST MINUTE / ; 


2 ay 


db ce xX er NW 
T Ne 7 


—S= CHOICE! 


* Like in the Dragon's Gift, Skeletor yet again invades the royal palace disguised as a man in purple robes. 


WHY, THAT ROTTEN 
LITTLE... I'LL SMACK 
HiM FROM... 


iW HUGE PUFF 
OF SMOKE... 
M® AND THE | 
N EVIL MASTER 
NN 15 GONE! 


HE-MAN! You'D 
q{ BETTER GET HIS J 
MALASER BOLT READY... 


* Artist Bruce Timm pays homage to legendary comic book artist Jack Kirby by illustrating black dots around He-Man during his transformation. 
These dots are known as “Kirby Crackle.” 


AS HE APPROACHES TH 
HIDEOUS SNAKE MOUNTAIN, 
HE-MAN SPRINGS THE LASER 
BOLT UP INTO ITS BATTLE 
POSITION... ary 


STRANGE POWER OF THE 
SUPER- FAST FLYING 
FISTs! 


7.TLL HAVE Ss 
THAT GEM BACK 
BEFORE SKELETOR | 


- ge HUGE WALL SURROUNDING 


THE EVIL FORTRESS! 


THE 4 
FLYING FISTS 
OF POWER! 3 
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THERE IS NO ONE IN SIGHT AS 
HE-MAN ENTERS THE COLD, DARK 
FORTRESS. BUT HE |S WOT ALONE... 


SKELETOR'S VOICE RINGS 


RETURN THE GEM OF 
LIFE TO ME, SKELETOR, 
AND WE SHALL END 
THIS SILLY 
GAME ! 


<n saree 


Ci) LM Ui SI di a kt f. 
WHAT A FINE SHOW YOU'VE PUT ) 5 


SUDDENLY, A WALL 
OF FLAME BURSTS 
INTO EXISTENCE 
ww RIGHT IN 
THE HALL / 


HE-MAN'S FLYING FISTS PENETRATE THE FIERY 
BARRIER, BUT IT IS INDEED A WORTHY TEST/ 
STILL, WITHIN SECONDS, HE-MAN'S FURIOUS 
FISTS HAVE BURST THROUGH THE WALL/ 
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Woy 


YOU SHOULD BE 


WEAK ENOUGH BY 
NOW, HE-MAN! ALLOW 
ME. TO SHOW YOU MY 


NEW STRENGTH! 
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7 YOUR GREED GOT THE 
BEST OF YOU ONCE IT IS THE 
AGAIN, EVIL ONE! SPIRIT OF STRENGTH 
3 ~ : AND GOODNESS IN 
25 ETERNIA'S PEOPLE... 


Sw... THAT GIVES THIS GEN = Ws 
y \ItS POWER. YOU MUST SS 


ALWAYS REMEMBER... NO 
MATTER HOW POWERFUL 
YOUR EVIL 15, 

SKELETOR.,.. 
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NEXT TIME, I SHALL PROVE 
TO YOU HOW STRONG I CAN 
BE, HE-MAN/ 


eT a 
\ SJ UPON HE-MAN'S RETURN, 
\ ] SNQ THE FESTIVAL CONTINUES... 
/ \/(] WITH SOMETHING NEW TO 
CELEBRATE! 


ay 
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IT IS A GRUESOME PLACE FILLED WITH TERRIFYING 
CREATURES. IT IS THE DARK DOMAIN OF HORDAK! AT 
THE VERY BOTTOM OF THIS Sala leSAnll LAND LIES A 
GHASTLY acai F 


THIS IS EVIL 
HORDE TERRITORY! 


ATHING SO TERRIBLE IT [~ 

COULD ONLY HAVE BEEN 
HATCHED FROM EVIL. 
THIS IS THE ACCURSED 
THING CALLED... 


RELEASE THE 
CABLES. 4 
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INKER-BRUCE. TIMM 


EDITOR- LEE NOROLING 
ART DIRECTOR- RON COOK 
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FETCH ME A 
VICTIM FOR MY 


I WANT TO SEE ' 
THE SLIME TURN 
A LIVING BEING 

s INTO MY SLAVE / 


RUTHLESS ONE, IL KNOW JUST WHERE 
WE MAY FIND PREY FOR THE PIT! 


THE VILLAGE : GO QUICKLY AND 

OF THE ROCK Log BRING ME BACK 
PEOPLE! op R\. ROCK PEOPLE. I WILL 
‘ SAP THEIR WILL AND 

TURN THEM INTO 
SLIME MONSTERS ! 
FROM SOLID ROCK 

TO PILES OF 
SLIME ! 
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MEANWHILE, IN THE PEACEFUL VILLAGE OF THE [*ee{ FRIEND LOOK 


ROCK PEOPLE, ROKKON AND STONEDAR THE 
carla SPEAK WITH aneNS GOOD FRIEND, HE-MAN. 


gone po* 
qe YOU SEE? 
(ij by am Ate ese {SS 


I SEE FORESTS AND RIVERS, BLUE 
SKIES AND THE PEACEFUL SMILES 
OF YOUR PEOPLE, STONEDAR. 


THAT RUNS IN 
ALL OF US, 


WE ROCK PEOPLE| |NOT HAVE TO © 
CHERISH ALL THAT YOU || FIGHT TO KEEP 


WE CAN PROTECT OUR- 
SELVES AGAINST EVIL, 

HE-MAN. BUT WE DON'T 
LIKE tO FIGHT IF WE 


ABOVE ALL, \ #4, | 
WE. CHERISH ky 
LIFE! 


HE-MAN ANP THE ROCK 
PEOPLE ARE UNAWARE 


| THEY ARE BEING eee 
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“\ AROUND US. 


FRIEND OF 
ETERNIA., 


WITH A THUNDERING 
CRASH, THE EVIL HORDE 
BURSTS FORTH FROM 
CONCEALING BUSHES! 


HE- MAN IS CAUGHT OFF GUARD 
AND KNOCKED ASIDE! 


St 


THE ATTACK |S SO SWIFT, 
44 HE-MAN HAS NO TIME. TO 
B® DEFEND HIS FRIENDS! 


I FEAR FOR WHAT WILL 
DID YOUR PEOPLE CUSTOM TO BECOME OF THEM IN 
NOT FIGHT BACK? _ FIGHT! THE HANDS OF THE 

} EVIL HORDE! 


* The Rock People not wanting to fight is similar to how they were characterized in the Filmation She-Ra cartoon series. 


HE-MAN FOLLOWS 
THE FOOTPRINTS OF 
THE EVIL HORDE, 
WHICH LEAD HIM TO 
HIS FRIENDS AND 
TO THE HORRIBLE 

PLACE CALLED... 


ey ygrss 


LEAVE THIS 
PLACE, 
HE-MAN/ 
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2 MY SLIME PIT, 


HE-MAN/ 


IF YOU MUST 

PERFORM YOUR FOUL 
DEED HORDAK, THEN 
SPARE MY FRIENDS 
AND TAKE ME! 


YOU, HE-MAN? THIS 1S 

EVEN BETTER THAN I 

HAD HOPED. NOW WE'LL 

GET TO SEE HOW MY 

SLIME REALLY WORKS! 
HA! HA! 


y 


wes 


HE-MAN WILLINGLY ENTERS 
THE SLIME PIT... PF 


b> OKAY, HORDAK. 
NOW THAT YOU HAVE 
ME, YOU CAN LET THE 
ROCK PEOPLE GO! 


I WAS GOING 
TO. PLAY 
» FAIR? 


33 y 
oi Ih mn 


aS 
me a 


a2 


2N08 


HLA 
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CAAAARGH! ) 


ve BONE) 


THE. SLIME 
HAS TURNED 
HE-MAN INTO 


* The idea of He-Man being zombified by the slime was actually devised for the toy. The Slime Pit’s box art was going to show the zombie slime effects 
on Beast Man, but this image was cut from the final art in the minicomics. 


BY FOOL! THIS SLIME WHAT ABOUT 
MONSTER WILL DO SKELETOR? 
f\ ANYTHING I od 


HIM TO DO! I 

COULD oli i 
a ETERNIA! 
SS 


AND DESTROY 
> SKELETOR! 


WHAT HAVE 
YOU DONE TO 


LY 7 p, Wy 
I HEAR AND 
OBEY, MASTER! 
/ & 


SILENCE! OR 
YOU WILL BE NEXT TO 
FEEL THE SLIME 
» ON YOUR BACK! 


We find out that the Rock People have their own village, and we also see female Rock People for the first time. 


THE SLIME MONSTER 
MAKES HIS WAY TO 

SNAKE MOUNTAIN 
TO DESTROY {| 
SKELETOR. 


THE ROCK PEOPLE USE THEIR INCREDIBLE 
ABILITY TO TURN THEMSELVES INTO ROCKS 
AND DISGUISE. THEMSELVES FROM THE 
LT EYES OF THE 
SLIME. MONSTER! 


POOR HE-MAN, *% 
THE EVIL ONES HAVE § 


THERE IS NO WAY 
TO FIGHT SUCH 
A CREATURE! 


GLOWS UNTIL SPHERES [ae 
OF carp LIGHT ff 


TH 
2 DIRECTION 
7 OF SNAKE § 
]) MOUNTAIN! 


SPIRIT OF THE } 
SUN ROCK! 
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Se RE a ESS : M ei 
| MEANWHILE, AT SNAKE MOUNTAIN, Je 
Are ees HAS HIS TERROR CLAWS 9 


fey MY SPELLS ARE USELESS 

4 AGAINST THIS BRUTE... gf 
STAY BACK! DON'T 
TOUCH ME! 


-~ 
Se ; 
ty: 


SOMETHING 
INSIDE OF ME 
FIGHTING TO BE 
FREE FROM HORDAK... Bf 

FROM SLIME! 
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SUDDENLY, SPHERES OF i . SS 
DAZZLING LIGHT SURROUND > YOU ARE HE-MAN, 
HE-MAN.. (IT = THE LIGHT OF THE | [ BUT THE SLIME 


Fen I SENGE | 
{ YOUR LONGING 
S TO BE | FREE! 


BUT I CAN'T 
CONTROL MY 
ANGER! I'M 
A MENACE! 


G : 
EVIL INSIDE YOU, MY LIGHT WILL 
CLEANSE YOU OF THE TERRIBLE SLIME! 


AND RADIATES 


A ANN AAAR ALLIS ESS 0 FETs ay 
‘E THE SPHERE GLOWS 
\\ INTENSE LIGHT. 
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A | MEANWHILE, AT THE SLIME PIT, HORDAK 

7, | HAS BEEN USING HIS SPY BEAM TO 
OBSERVE THE BATTLE BETWEEN 
SKELETOR AND THE SLIME MONSTER. 
HE-MAN HAD 
SKELETOR IN | a. 

HE DESTROY 

HIM? THAT 


(i Tiln™ ates Cet) 


Ml TRANSPORTED BY THE SUN ROCK, HE-MAN 
ON) RETURNS TO THE SLIME PIT BURSTING WITH 
BN] RENEWED ENERGY / 


e/ 
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I DON'T KNOW HOW YOU 
ESCAPED MY SLIME, 

HE-MAN/ BUT IT WON'T 
HELP YOUR FRIENDS. 4 


TIN OR 
pO, 
POUR 
THE SLIME, 


MODULOK! jim: 


VEIT ZAN \WHILE. HE-MAN HOLDS OFF THE EVIL HORDE, THE 
} HE-MAN FREES THE B | ROCK PEOPLE CLIMB TO A LEDGE HIGH ABOVE 
7, ROCK PEOPLE... THE SLIME PIT... > 
UNOS 


i 
2a Lu 
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Ame YZ 
Zz 


Sf AAAR. 


<a NX : 

W/ 7 
»\ RGH! IS 
= ee Vi NX 


BEFORE THE EVIL HORDE CAN W7/ |HORDAK 1S DEFEATED. THE |” 
REGROUP, THE ROCK PEOPLE /Y BATTLE IS OVER, FOR NOW... | 
De eee Wea BEFORE THE SUN ROCK SAVED 

\ YOU, HE-MAN, WHAT KEPT 


YOU FROM 
DESTROYING 


SKELETOR |S 
MY ENEMY, I 
COULD NOT 
ALLOW HIM 


GOOD 
_( WILL ALWAYS 
7-4 TRIUMPH 
7 OVER EVIL, NO 
MATTER WHAT 
FORM IT TAKES / 
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vaary 


SS 
z ———— 


— — 0007-6270 


MENACE BOT! 


Illustrations: © Mattel, Inc. 1985. Hawthorne, CA 90250 U.S.A. PRINTED IN MALAYSIA. All Rights 
Reserved. (R) and TM designate U.S. trademarks of Mattel, Inc. 
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4 Tri TT Ti 


IN THE EVIL DIMENSION OF 
ETHERIA, THE VILLAINOUS 
HORDAK RAGES. 


CURSE THE HEROIC WARRIORS ) = 
WHO DEFEND ETERNIA! z 
HE-MAN LEADS THEM y 
TOO WELL! KA 


" IF ONLY HE WERE 
DESTROYED! 


of 
4 = 


THE 
MENACE OF 


IMULTI-BOT 


PRODUCED EXCLUSIVELY 
FOR MATTEL BY: 
WRITER- STEVEN GRANT 
PENCILER- JIM MITCHELL 
INKER- TODD KUROSAWA 
LETTERER- STAN SAKAI 
COLORIST- CHARLES SIMPSON 
EDITOR- LEE NORDLING 
ART DIRECTOR- RON COOK 


WHAT DOES 
IT TAKE TO 
CONQUER 
THAT LAND ? 
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YES! WITH HE-MAN GONE, 
THE OTHER HEROES WOULD 
FALL BEFORE THE MIGHT 
OF MY EV/L HORDE / 


ser AL READY VOR 
CREATED (T 9 
HORDAK! 


Lop 


~ YAAA! 
MODULOK!/ 
) WHAT HAPPENED 


W YOUR SCIENCE ! 
FA CREATE A WEAPON 


EXCEPT THAT 
ETERNIA LIES 
WITHIN OUR GRASP! 


ice 


) 


“BEHOLD x : 
MULTI-BOT ! 


S 
AN. 


a ‘ 
| ft 
& 


YOU'RE 
ATTACKING 

HE-MAN WITH A 
MERE ROBOT ? 


* Multi-Bot is based on his early toy concept design. 


MADE. IN MY IMAGE, VERY WELL, MODULOK... YOU WILL FEEL THE 
DUPLICATING MY WE'LL TEST YOUR NEW WRATH OF HORDAK / 
POWERS, FUELED BY Toy! BUT IF IT FAILS 

MY HATRED/ TO BEST HE-MAN... 


a ee \a 


MEANWHILE, AT THE ROYAL 
PALACE OF ETERNIA... 


vy = ~ 
GA . Wi ——— » / SS ee ar ; a 
ied ANS 9 3ST A 
HELLO, PRINCE ADAM. ° 


ied 
WE'RE SEEING IF MY Ya 
FATHER OR THE OTHERS | e—— 
ARE COMING 2 
BACK YET. 


7 PEACEFUL NOW, BUT 
A I CAN SENSE EVIL 
P\ ABOUT TO STRIKE! 


ST. 


* This is the first time Sy-Klone is depicted with blue skin in the minicomics. 


* Sy-Klone still has a hexagon-shaped radar device on his chest, instead of a circle like on the toy. 


LOOKS i's Nese | 
MODULOK ! 4 DESTROY HE-MAN/ ) 


erat 


LET'S GO GIVE 
ce) THIS THING A RUN 
NOT FACE ME, \ 9m 


FOR \ITS MONEY, 
I'LL TEAR THIS ree SY-KLONE / 
PALACE APART Be 

STONE BY i 


COME. OUT, 
BIGGEST 
COWARD IN THE 


f N A 
I KNOW. TLL 
Mm TRY TO FIND 
HE- MAN ! 


LUCKILY FOR THEM, } 

AND UNLUCKILY 
FOR THIS +3 

MULTI- BOT... J 


at 


/ 
a 


7 50! HE-MAN 15 SO 
aff *RIGHTENED HE SENDS | 
Yop, WIS FLUNK/ES OUT TO 
FIGHT, DOES HE ? 


Za 


4 Gy J . 2 ; F; o 
“4 j py) > 
/ Po \ y re ot /* L 
¢ $ ; A Zidane BY. u vy}, ve? bh 
Ma ae >; STOP TALKING 7A } 
z : £ ABOUT HIM Like / 

POWER! /SO S| J a a 

. oa 


y 
«¢ 

if 

- os 

\ 
7 . 


DISCOVERING HE-MAN AND ALL 
a] | MY SECRET WHO STAND WITH 


WY YOU ARE FASTER 


| f aa. Ay 4 { 
‘ S r 5 : 
Ve fo . ys 3 
—— o - Sa ; A 
a — i > r z / 
Os 7 Me oa SS Bos =a th Pa A 
: 4 : = <a 7 Pas a\Y 
“<2 : 2 aT 5 ZB ‘ 
: + a b q 7 C ; , > 
y - - \ J . = 
>. . 4 a, ‘ \ ~> Ma > ~ 

. ’ : : 7 
Seek i Ne © Iga < — 

: : Ys, i 
- ‘ 
OR on 
paneteel? 

F Be bp 


~ 


Pa 


HE-MAN, 
AT LAST! 


WON'T WIN YOU ANY 
FRIENOS AROUND 
HERE / 


I DON'T WANT 
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You CAN'T HURT WRG 
IT! IT'S NOT 4 oF 
ALIVE / Ss oh 


= 


FF 
aed 


; oe, = 
ee ( REALLY?! IN 
Pe, THAT CASE... gn oet a 


[i  aPIT'S OVER. SOMEHOW, THOUGH 

bic Pk I THOUGHT MULTI-BOT 
[> [WOULD BE TOUGHER TO BEAT 
cS ; 


THAN THAT... 


AEE BE 7 EET a 
AND, WATCHING IN ETHERIA... SUMECUG ENCUee” 
N77 YouR CURSED 4 FOR A SCIENTIST / 
MACHINE “J I YOUR FAULT! 
FAILED | |) | el 
MOPULOK ! 
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LOOK AT Baal MULTI-BOT! HE'S PULLING 
HE SCREEN / ; a HIMSELF TOGETHER ! 


1 7 
\ LOOK AT THE 
SCREEN / 


IL PROGRAMMED 
THAT POWER INTO 
HIM, HORDAK ! 


AND LOOK/ THE WOMAN, 
TEELA... SHE'S RUNNING 


IT’S MORE THAN L 
HOPED FOR! HE-MAN'S 
SO-CALLED FRIENDS ARE 
DESERTING HIM 


ALREADY / 


HA! THAT 
SIMPERING HERO : 

NEVER KNEW Pp, 
WHAT HIT HIM / NO / EXCELLENT! MULTI-BOT © 
YOUR INVENTION 5 ; WILL SOFTEN HE-MAN UR. ¥ 
\S WONDERFUL, > mg ee Lenya THAT 

MODULOK / WILL 

a ) hb BE M/INE/ 
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= LET ETHERIA ~ 
9 PREPARE FOR A 
7 FESTIVAL OF EVIL, 
MODULOK, FOR WHEN 
I RETURN, 1 WILL BE 
MASTER OF ETERM/A 
AS WELL ! 


I PROGRAMMED MULTI-BOT FOR 7WO 
MISSIONS, HORDAK! WHEN MY 
ROBOT |S DONE WITH 

HE-M, 


HE WILL 
ce peur? 


MEANWHILE, OUTSIDE] EVEN YOU MUST 
THE PALACE. OF 1 — BOA “ied GET TIRED 
ETERNIA.. SOMETIME... 
éGig BUT I HAVE 
W NO SUCH 
A. WEAKNESS / 
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WHEN I AM WHOLE, Vey ee P...1'LL SUST HAVE TO 
I ATTACK WITHOUT |} Ee i po SOMET 
/ aa THAT J 


MERCY! WITH 


NO, HE'LL 
REBUILD HIMSELF  \ 
WIN SECONDS! YOU'VE 
GOT TO HELP ME STOP 
\ HIM FOR GOOD! 4 


ETS /_¢ is) a 
(AG “NO ONE 
Cs SAVE 


fo) 
( CAN SAVE. YOU, } 
Bm FOOL! 4 


I'LL KEEP THIS THING } 
BUSY UNTIL YOU / 
GET BACK / 


MULTI-BOT LEAPS le / SMASH ME OVER AND OVER! YueY IWILL TAKE WV 
AT HE-MAN / PM I WILL RESTORE MYSELF _A¥ee WHATEVER SHAPE 


[FF Tp fa ACAIN AND AOAIN J f 


R{..put J wit Keep 
H) | ATTACKING UNTIL YOU 


STEP ASIDE, ROBOT! \ 
YOUR MASTER, HORDAK, 
COMMANDS IT/ 


YOU 
MENTIONED IN MY 
MEMORY BANKS / 
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SO THAT 1 

{ MAY CRUSH 
HE-MAN AND 

. ETERNIA ! 4 


LZ 


THAT'S ENOUGH TALK \ 
ABOUT CRUSHING AND 
CONQUERING, 
HORDAK ! 


DON'T YOU_HAVE VE 
ANY OTHER 
HOBBIES ? 


eer 


> 


NONE OF US WOULD 
ABANDON A FRIEND IN 
NEED/ I WENT FOR 


THAT DOESN'T 
STOP HIM, I DON'T ' 
KNOW WHAT WILL! ‘ 


A 
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BELIEVE IT OR NOT, 
HE SAVED MY LIFE / 
I'LL EXPLAIN 


ee 


WHIRR! KLIK! FOLLOWING ~ 
SECONDARY PROGRAMMING 
. ERROR... ERROR... 

> 


wy 


ATTACK HORDAK/ You 
FINISH HORDAK! 4 
ERROR... ——<ee 


MODULOK. \@ 
YOU'LL PAY 
FOR THIS / 


I'M SURE WE'LL SEE =A ROBOT THAT NEVER 
THEM AGAIN. _4 WEARS OUT MIGHT 
of pS BE HARD TO 

BEAT... 


r BUT IT WILL 


i ia uu 
IT CAN NEVER KNOW limp AND ALL THE POWER IN THE 
eee THAT ; iZ UNIVERSE 1S WORTHLESS... 
e ING WHEN /ffuh Y 
THE SE ARE {- Yn 


: Vay es ie 
\% Ae Aor 
Fs eee) 
| 
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IR SE 


. 


\ NG WP” 1007-6230 


Illustrations: © Mattel, Inc. 1985. Hawthorne, CA 90250 U.S.A. PRINTED IN HONG KONG. All Rights 
Reserved. ® and TM designate U.S. trademarks of Mattel, Inc. 
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MAKE THE EVIL 
RACE ACROSS THE ETHERIAN SKY ABOVE THE FRIGHT [4 Ag] HORDE AN 

| ZONE, HORPAK SL ae UNBEATABLE 
1] WORKS ni pg WE 4 EVEN 


a FEVERISHLY ie = Ih Ae 7 . NE cp 2 1 / To HE-MAN ! 


ON HIS - pe a. Ife = ULE 
4 INVENTION, 4 3 +; ~ Yorn —(\e\ 


MIGHTY HORDAK, THERE ARE SO FEW OF US WHO HAVE 
REAL STRENGTH! HOW CAN YOU MOUNT YOUR INVASION OF 


By: 
ARTIST- CHRIS CARLSON, LETTERER-S7AN SAKA/, COLORIST-CHARLES 
SIMPSON, EDITOR-LEE NOROLINVG, 
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..INTO AN AWESOME \ 


* Dragstor’s pre-transformation look is based on concept art. 


“I CAN CREATE 
CREATURE LIKE... 
DRAGSTOR! ” 


WITHIN SECONDS, 
DRAGSTOR CAN 
TRANSFORM FROM 


BUT FIRST, L MUST 
SHOW OFF MY WORK! 
IT'S TOO GOOD To 

KEEP SECRET/ 


HE'S PERFECT! MY EXPERIMENT HAS 
WORKED BETTER THAN EVEN 1 


"GRIZZLOR, 
LEECH! OFF 
TO ETERNIA! 


ER, L SUPPOSE 
HE HAD OTHER 
BUSINESS TODAY, 
EXTENDAR, 
BUT... 


MEANWHILE, THE CITIZENS OF 
ETERNIA ENJOY THE FESTIVITIES AT 
THE ANNUAL ETERNIAN GAMES. 


S/ C'MON, ADAM, 
THIS IS REALLY 
BORING ! 


17 THERE'S NOBODY 
REALLY STRONG OR 
f FAST COMPETING 

\, THIS YEAR! W 


WHO'S THAT? I'VE 


NEVER SEEN ANYBODY Mi (C3 
p O s fg>\* ‘ U 
ice Te scene Maer Sins gc 

ee TS < hac 


; L'VE NEVER 
SEEN & HUMAN 
THAT FAST / 


* Extendar is called “Extendar” even before Hordak transforms him in his experiments. 


HEY! HE'S NOT GOING 
INTO THE TURN-- HE'S 
HEADED STRAIGHT 


SECONDS LATER, AN UNWEL 
VISITOR ARRIVES... 


HORDAK! 
WHAT 
MISCHIEF 


WA WHATEVER 
I'VE COME TO HAPPENED 
INTRODUCE YOUR. | (4 iO, SHELLOY, 
FRIEND, HE-MAN, To | 72s 
iATESt : } \ prince? 


E IS THE \ 
FASTEST WARRIOR 
EVER ! A 


Dragstor’s origin in the UK comics magazine depicted him as the best friend of Extendar, and both were captured by Hordak at the same time. 


a I'M AFRAID HE-MAN ISN'T 
| AROUND, HORDAK, SO YOU AND 
= YOUR EVIL HORDE MIGHT AS am 
WES \ ; 
_ (boars : 4 


WELL HEAD BACK To 
ETHERIA ! < 


ee 


YOU LIKE WHAT YOU SEE | | I CAN Do THE SAME 
IN DRAGSTOR? MINUTES] | FOR YOU/ IL CAN 
AGO, HE WAS NOTHING | | TRANSFORM YOU INTO 


MORE. THAN A A MIGHTY MAN OF 
WEAKLING... 


STRONGER 


1/ THAN HE-MAN 7 | 


AND You 
CAN'T S70P 


as 


aA A 
S fall d 
Zz : x 9 rI/ SOON 
BE. STILL, spl see 


NN! ae 
4 \J BW AFEARSOME FLASH — Bae 
Ta PRINCE OAFUS!Y IS OF LIGHT... AND THE EVIL 
™ HELP HIM ! HORDE. DISAPPEARS / Coe 


BY THE 
POWER OF 
GRAYSKULL! 


EVEN AS HE-MAN RACES TO THE PORTAL TO ETHERIA, 
HORDAK BEGINS HIS FIENDISH — 52 : 


e/ 


Sati \. 


DRAGSTOR MAY | 
by HAVE. GOTTEN TOO POWERFUL, = 
I'LL HAVE TO CUT DOWN ON 


is 


(i 
IZA 


‘4 


Che 


SUDDENLY, HORDAK'S I'M NoT quite Ve ATTACK HE-MAN, 
EXPERIMENT IS ~<f 
INTERRUPTED! 2% 


FINISHED WITH = ag AR! YOUR 
EXTENDAR YET... [a PT 
BUT PERHAPS 
IT'S TIME FOR A fm 
TEST RUN! ; 


J « . ? 4 Jam, 
\4 s ~ 

“I AM EXTENDAR UN 
TOWER OF 


POWER!“ AND YOU WILL Y 
BE UNSTOPPABLE / 


WN ON ETRE 
: a ERK 


~ A 
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me 


wea —= 
eS, ND 
BUT NOTHING HAPPENS! 
HE-MAN STOPS Des. 
EXTENDAR EASILY! os 
= 


EXTENDAR , 
Bo You 


pO-- YOUu-- 
RECOGNIZE-- [ ; 


LOOKS LIKE I'M 
GOING TO NEED YOUR 
HELP, EXTENDAR.... 


% |e-BuT rm THE WORDS HORDAK 

|So WEAK! : TAUGHT You... / 
HOW CAN I USE THEM! 
HELP ? nae 


\\ AND AS THE 
Ne EVIL HORDE. 


ATTACKS... 


= 
4 


a y 
Uy\bante? 
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I AM EXTENDAR, \J 
OWER OF POWER!) 


STARTLING 

TRANSFORMATION! HIS 
ECHABOTIC LIMBS, 
RESULT OF HORDAK'S |) 7” 

EXPERIMENT, SUDDENLY f/} 

SHOOT OUT. EXTENDAR 

IS TOWERING ABOVE 

THE REST! 
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I’M TWICE AS STRONG 

AS I USED To BE-- NOT 

TO MENTION ALMOST 
TWICE AS TALL / 


HORDAK SENDS A EXTENDAR'S ROBOTIC | |BUT THANKS TO YOUR 
LIGHTNING BLAST BODY BUILDING WORK, 
STREAKING Loe LCAN GET SUST = 


TOWARD 
EXTENDAR.. 


CLOSE ENOUGH... 


YOU NO MORE 
THAN AJASTE 
OF THE 


WITH ONE MIGHTY SWING, HE-MAN TRIPS UP 
DRAGSTOR AND SENDS HIM CAREENING INTO 


a IT'S OKAY, 
ty EXTENDAR. 
Y'LL HANDLE 
THIS ONE / 


HORDAK'S GONNA AMBUSH 
HE-MAN! GOTTA STOP HIM ! MAYBE. YOU ARE. 
A STRONGER THAN MY 


WA ALS 


PAIR OF PILLARS... 
ro eS 


8 
cA AA “So Nae 


x ra ~~ 
IN AN INSTANT, EXTENDAR |} N AND SENDS THEM CRASHING 
REACHES OUT To SMASHA fi Vise IN FRONT OF HORDAK! 
Uy 3 
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THIS IS NO FAIR FIGHT, 
HE-MAN/ WE WILL 
MEET AGAIN-- 


YEN 


1 GUESS I CAUSED You 
A LOT OF TROUBLE, 
HE-MAN. HORDAK'S OFFER 
WAS JUST TOO GOOD TO 
PASS uP! 


* Hordak’s comment about his “new force of fighters” foreshadows the Horde Troopers he unleashes in The Hordes of Hordak. 


WELL, YOU DO HAVE 
A LOT TO LEARN 
ABOUT THE EVIL 
HORDE, EXTENDAR _ |] 
BUT REMEMBER ONE 
THING-- STRENGTH 
1S SOMETHING YOU 
HAVE. TO WORK FOR, 

IT CAN'T JUST BE 
GIVEN TO You! 


I KNOW, BUT I JUST WANTED 
TO BE LIKE YOU, HE-MAN. 
EVERYBODY WANTS TO BE AS 
ai AND HEROIC AS 


INTERVIEW WITH LEE NORDLING MINICOMICS EDITOR 


WITH MY INCREDIBLY 
POWERFUL SPYNOCULARS, 
I CAN WATCH EVERYTHING 
THAT GOES ON... 


WITHOUT BEING 
SPOTTED 
MYSELF! 


You’ve had quite an illustrious career. Among 
other notable jobs, you served as art director for 
the Los Angeles Times Syndicate, you worked 
for Disney as a comic strip writer and designer, 
and you worked for DC Comics as group editor of 
creative services. Could you talk a bit about your 
career? What ultimately brought you to Mattel? 


In Raiders of the Lost Ark, Indiana Jones said, “It’s 
not the years; it’s the mileage.” 

In my case, it’s the years and the mileage. . . 
except that every part of my body doesn’t hurt— 
virtually none, in fact—and I married my sweetheart 
toward the beginning of my story, instead of the end. 

So, setting my Wayback Machine to the early 
eighties... 

I worked on the MOTU minicomics earlier than 
I’ve ever previously discussed. I was thirty to thir- 
ty-one in 1983, and working as a production art- 
ist/designer for a South Bay graphic artist studio, 
HobCo Arts, Inc. Most of their accounts were aero- 
space companies, like Hughes Helicopter, but they 
also had Mattel as a client. 

I was the comics guy at HobCo, and they let me 
“paste up” the second series of MOTU minicomics. 
A “paste-up” (or “mechanical”) was a board (heavy 
card stock or illustration board) that had type and 
art pasted onto it with glue or wax; these were used 
to make negatives and printer’s plates. It was pretty 
cool to be working on a “real” comic, and the art 
had obviously been produced by comics pros. 
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WHAT 
DO YOU SEE, 
MASTER? 


r 


& 


| “AH! ETERNIA'S 
HL HEROES AT PLAY. 


This was a year or so before I got tapped to pack- 
age the minicomics. Alfredo Alcala produced the 
next series, and | didn’t have anything to do with 
those. Alfredo was great; he could take the whole 
thing from beginning to end. 

Anyway, I’d been involved with CAPS (Comic Art 
Professional Society, a southern California comics 
group) for quite a while, had been on the board, was 
VP to Sergio Aragonés’s prez, then prez from sum- 
mer ’82 to summer ’83. Mark Evanier was one of 
the founders/instigators of CAPS, so that’s where we 
met and got to know each other. He was my comics 
godfather (in a good way). 

One day, Mark called out of the blue and asked if 
I wanted to edit some comics for Mattel. 

I was stunned. I’d never edited a comic in my life, 
and said so. 

Mark said I’d be good at it. 

I wasn’t so sure and made him promise to bail 
me out when | got into trouble. He said okay, so | 
took the meeting. 

The meeting was with freelance artist Errol Mc- 
Carthy, who, on Mattel’s behalf, had called Mark, 
looking for a comics editor. I still recall Errol describ- 
ing our get-together as a “Japanese business meet- 
ing,” which he definewd as a lot of chatting about 
everything except the work, getting to know each 
other, talking about what we did and didn’t like in 
comics, then fitting in about fifteen or twenty min- 
utes at the end to discuss the project. 

Errol told me he’d pass along my name and 
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contact info to Mattel art director Ron Cook. Ron 
worked on the MOTU packaging (and probably a 
ot more). He called me up, we arranged to meet at 
Mattel to chat, and he already had work in hand to 
give me. I think I expected the process to take lon- 
ger, but he was ready to jump right in. In hindsight 
I’m not surprised, as deadlines were tight. 

I know “editor” is the title I had on these books, 
but I was really a packager, somebody who was 
hired freelance by Mattel to put the book together, 
using talent I found and hired. So... . Mattel paid me, 
I took my cut for editing and packaging, and | paid 
he freelancers. | didn’t take much off the top for 
packaging, because there really wasn’t much of 
a budget and deadlines were tight, which are two 
competing issues. 

I'd never packaged comics before, so this was a 
brand-new experience, and it was frankly a little 
daunting, because | was the guy who had to get the 
work, schedule it, assign the pencilers, inkers, letter- 
ers (except there ended up only being one letterer, 
Stan Sakai), and colorists, and get them to deliver 
on time. In short, I’d transformed from aspiring car- 
toonist to businessman. 


I hired all my first creators from CAPS, excep 
for Charles “Skip” Simpson, with whom I’d worked 
at HobCo Arts. My first work began on what’s 
described on the He-Man.org site as series 4. (I'l 
talk more about the books later, as well as the pro- 
cess we used to create them.) 

For a few years, | was Mattel’s go-to guy for al 
comics-related projects. 

Early on, we produced the lenticular art for their 
Marvel’s Secret Wars toys. (Lenticular art is made of 
two or more overlapping images that flicker back 
and forth from one to another when you change the 
angle of the art; there’s a lens placed over the art to 
create this back-and-forth effect.) 

We worked on the Princess of Power comics, as 
well as BraveStarr, Jayce and the Wheeled Warriors, 
Mad Scientist (who was designed for us by anima- 
tion industry vet Todd Kurosawa), and a few other 
smaller projects that have drifted off into history. 

I packaged comic art for Mattel for three or four 
years, and stopped not long after I left LATS to work 
as a comic strip writer for the Walt Disney Compa- 
ny’s Creative Services/Publications department. 

The logistics to continue didn’t work well for me 
or Mattel. While I worked at LATS, I’d show up at 
Mattel when it opened at 8 a.m. for a half-hour 
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meeting with Ron, then leave the South Bay at 8:30, 
take the Cahuenga Pass shortcut to the 10 freeway, 
and get to work in downtown LA (more or less) on 
time at 9 a.m. I set up my appointments with cre- 
ators for evenings after work and on weekends (and 
everybody understood not to call me before 10 a.m. 
so I could catch up on my sleep). 

It was hectic, but we got the work done, mostly 
on time and always on budget. 

I started work at Disney in the winter of ’87, on 
he Burbank Disney lot in the Roy O. Disney building 
basement. (No, the basement didn’t have any mice.) 
It was on the other side of the hill, and too far to 
meet with Mattel art directors on any workday and 
still get to work on time. When Mattel started up the 

ew Adventures of He-Man minicomics, that reality 
hit home, but a few other things had changed, too. 

Ron Cook had left the company and moved to 
Florida. Tim Kilpin, my best marketing contact, had 
moved on, 
contracted with other artists to work on the books. 


oo. And the new Mattel art director had 
One of them was Errol McCarthy, and I was thrilled 
to see him finally working on the comics side of 
things, since that’s something he’d always wanted 
to do (even though previously the comics budgets 
didn’t come near the illustration budgets). So yay 
for Errol! We just touched base again after thirty 
years, so this current project is fostering a number 
of reunions. 

Back to 1987. Since I couldn’t get to the Mattel 
offices, we fedexed everything back and forth. This 
was all before e-mail and Internet, so it was really an 
expensive, cumbersome, and unsatisfying process . . . 
and that was the last project I produced for Mattel. 


During your tenure at Mattel, you were the chief 
editor for most of the minicomics. What was that 
experience like? Could you share some of your 
memories of working on the minicomics? 


We made it all up as we went along, figuring out a 
production process that made sense, creating sched- 
ules based on the deadlines, and problem solving as 
we progressed. We had numerous production hoops 
to jump through. 

The scripts all came from Mattel, even the ones 
written by comics vets Steven Grant and Christy 
Marx. I’d aimed writers at Mattel, but that was 
mostly the end of my interaction with them on the 
comics, and they worked directly with Marketing 
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to write what was required. My end was “make the 
book from the script,” and that was enough. 

As I mentioned before, most of the people | ini- 
tially hired were CAPS members. Again, this was all 
pre-Internet, so meeting with artists face to face and 
hand deliveries were an absolute must. 

On the first series of books, I started with 
one team: Larry Houston penciling, Michael Lee 


inking, Stan Sakai lettering, and Charles “Skip” 


Simpson coloring. 

We needed to deliver the lettering on a separate 
overlay, because the book had to be produced for 
different languages, many of which took up more 
space than English. 

I wasn’t set up to produce color t 
of the comics coloring houses that existed, like 


hrough one 
American Color. We didn’t have the time or the 
money. Shipping would’ve been a nightmare and 
was also cost prohibitive. So we were being paid 
to produce full-color comics without a budget 
or resources to produce them traditionally (with 
cut color screens designating areas of flat color), 
and Photoshop wasn’t yet even a twinkle in Ado- 
be’s eye. For that matter, I don’t thin 
an Adobe. 

Now, that’s a problem. 

I'd always been a fan of Europe’s blue-line color, 
and going in that direction solved a lot of logistical 
and budgetary problems. An added plus would be 
a unique aesthetic. Painted comics weren't yet the 
norm, at least not in the US. 

For those who aren’t familiar with the blue-line 


there was 


coloring process, remember, this is pre-Internet, 
computers, and computer color. 

In Europe, the finished line art would get sent out 
for two pieces of film to be created, one a positive 
(black line on a clear cel) and the other a negative 
(clear/see-through line with black around it). The 
board would get swabbed with a special fluid, the 
negative would be placed on it, and then it was 
exposed to a particular type of light. The light would 
pass through the clear parts of the negative, and 
he exposed portion of the board would turn a light, 
nonphoto blue. 
Colorists would then tape the clear film with the 
ine art onto the board, perfectly registering the 
black and blue lines; the film was hinged at the top, 
so it could be lifted up and down to double-check 
results. The artist would then paint the color onto 


he board, constantly flipping back and forth to see 
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how the color and line art were working together. 

To make the plates for color, the color-separation 
house shot the painted art as full color, and then 
shot the black line, and created separations of the 
four colors—black, cyan, magenta, and yellow. Just 
ike we do today with the black line, the color under- 
neath it would make the black print nice and rich, 
instead of flat and dead. (If you don’t know what 
‘m referring to, try looking at older comics with flat 
color. You'll often see that large areas of black look 
flatter than the areas with color, like when Super- 
man’s blue hair prints under the black.) 

Sorry for the color-production history lesson, but 
it’s important to know this to understand how Skip 
invented his own variation on the process to color 
our comics. 

The blue-line approach didn’t work for Skip 
because the overlay cel shrunk a little when it dried. 
That meant the black line didn’t match up to the 
blue line on the painting surface. 

Skip’s solu 

He created prints of a positive stat or velox (a 
high-quality line-art photo on photo paper) and the 
cel at the finished printing size. These registered. He 
glued the sta 
face wasn’t good for painting, so he glued a piece 
of translucent paper—vellum, I think—onto the stat, 
making the line art gray. 

Skip hinged each cell at the top of each page for 
registration and painted the color with gouache. 
Now, gouache is water based, so he learned to work 
really quickly so it wouldn’t wrinkle the surface of 
the paper. Working at the smaller, actual printing 
size helped in this regard, and it also saved him a lot 
of painting time. 

On a tangential point, Stan lettered 
vellum, keying the balloons and lettering to photo- 
copies of the pencils. My memory of the process is 
sketchy here, but my recollection is that Skip shot 
the lettered vellum at t 
art and color, creating 


ion was brilliant. 


onto illustration board. The stat’s sur- 


he book onto 


he same reduction as the line 
cells for the lettering and bal- 
loons, just like the cells with the black line art. He 
painted white behind the balloons so the line art and 
painted color wouldn’t show through, and hinged this 
from the bottom on top of the hinged line art. (Even 
hinging locations, this was the 


if I’ve forgotten my 
basic process.) 
We had four wee 


ks to produce the books, from 
pencils to finished color. 
Eventually, Larry moved on to other stuff, as did 
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Michael, but they helped set the standard. After 
that, I worked with a lot of different artists. Some 
I gave their first professional comics assignments, 
like Bruce Timm, who produced a lot of my favorite 
books. Others simply wanted the work, and I got to 
work with a lot of really nice and talented folks. 

The stuff that sticks in my memory usually 
involves me getting in and out of a pickle. 

For example, Spikor Strikes. Christy Marx wrote 
the script, Jim Shull penciled, and Stan Sakai let- 
tered. We all met at my Hollywood apartment to go 
over the finished pencils. Christy was and is a pal, 
and she wanted to see how the story had come out. 
I think this is one of the few times I ever had the 
writer around when 

Good thing, too. 

1 looked them over, got to the end, and rea 


first saw the pencils. 


ized 
we had a big prob 
pages, not fourteen. 
I asked Jim what 
was too much story 
added a page. No charge. 
I still remain stunned over this answer. 


em. There were fifteen story 


had happened. He said there 


o fit into fourteen pages, so he 


The books were sixteen pages, including the 
cover and the Mattel cross-sell on the back. This left 
room for only fourteen story pages. Jim thought we 
could add a printed page or lose the cross-sell on 
the back. 


m1 


Jim thought wrong. 

You can’t just add a page to a printing signature; 
there’s no such thing as a seventeen-page stapled 
comic (unless something’s glued in). Pagination and 
printing don’t work like that. As a graphic artist and 
art director, Jim should’ve known that. 

And you can’t take out Marketing departmen 
cross-sell without asking. 

Anyway, Christy and I combed through the book, 
looking for which page to cut, and we found one. 
don’t recall now whether it was between the exist- 


ing story pages 7 and 8 or 9 and 10. 

Christy wrote new transitional text to bridge the 
missing page (so well that I still can’t tell where the 
cut happened), and Jim redrew one or two panels 
in the upper left-hand corner of the right-hand page. 

It worked, and | haven’t a clue what’s missing 
from the comic. Somewhere out there, though, 
a lost MOTU page is still waiting for its moment 
of immortality. 

Speaking of immortality, this is also the book 
where Christy christened a town Nordling, and Jim 
added a statue of me on story page 5. | remain 
deeply honored by this, though I’ve yet to visit the 
town. 


You were the editor for the bulk of the minicom- 
ics. Which was your favorite and why? 
I have a lot of favorites, for differing reasons. 

Bruce marker painted a minicomic-sized story- 
book—text with illustrations, rather than comics— 
and I thought it looked terrific. MOTU-wise, | think it 
was his masterpiece. 

Also, there’s a panel in Escape from the Slime Pitl, 
penciled by Jim Mitchell, that brought a huge smile 
to my face. He-Man rises from the pit, covered in 
green, dripping muck . . . and I thought Jim really 
brought a lot of power to that image. I remember 
thinking that it was as good a comics image as I’d 
seen in MOTU to that point, and that the quality of it 
would hold up against any comic book being printed 
at the time. (Now you'll show it near the interview, 
and we'll see if my memory holds . . . and if any- 
body else agrees.) 

Then there’s the book with the cover that Mattel 
ended up having to obscure in the package, because 
too many parents complained about it: Slave City!, 
with a cover featuring He-Man chained to the 
ground by both arms. A villain yanks back his head 
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by his hair and has a mace drawn back, ready to 
strike. Parents complained that it was too violent, 
but (tongue in cheek) I don’t know what they were 
talking about, and I’m sure the boys loved it. 

There’s something else I loved about that book. 
There wasn’t a lot of story, so Larry asked if he could 
extend the fight scene, a la Jack Kirby. I said sure, 
and the fight really goes on much longer than any 
other MOTU fight scene | recall. After our first series, 
we didn’t usually have this kind of room to wallow in 
the action, so I’m really fond of it. Considering the 
cover and interiors, | guess this would be the “gratu- 
itous violence” comic with which Fredric Wertham 
had a field day. 

On still a different note, I got to work with the 
great Mike Sekowsky on Mantenna and the Menace 
of the Evil Horde! 
ark Evanier called me up and told me Mike 
ooking for work, and I met with him soon after 
handed him a script with reference. Right on 
deadline, I picked up the finished pencils .. . 


would’ve 


and 
and 
was sort of stunned. It was so different from any- 
thing else we’d produced, and | was afraid Ron 
dn’t like it. 

I remember sitting in the conference room, with 
Ron scanning through the pencils. He said, “It’s 
really different, but really well drawn.” 

We went to inks and color, and I breathed a huge 
sigh of relief, because Mike needed to be paid on 


wou 


delivery of pencils, whereas everybody else was paid 
after I received my check from Mattel. 


What do you feel you brought to the Masters of the 
Universe mythology? 


We integrated MOTU—went from white and cartoon 
hued to multicultural. 

By “we,” I mean Larry Houston came up with the 
idea—I’l 
of us rol 


mention how in a moment—and the rest 
ed with it. 

The first scripts we got from Mattel were sim- 
ply stories with the main characters. There was no 
intended cross-sell to new toys being produced. They 
were more like the Filmation animated shows. 


On a tangential note, later, after the hugely pos- 


itive response to the comics by kids, when Mattel 
marketing execs realized the kids were using the 
comics as part of their play patterns, that’s when 
every new character in the comics was a toy with a 
vehicle. And that was fine, too, because these were 
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comics for characters that were toys. 
On a second tangential note, | remember ge 
a note from Marketing on some penci 


ting 
s, where they 
wanted a vehicle in a panel featured more promi- 
nently. Gulp! After missing a beat, | said, “I’ll be 
happy to. Of course, these were drawn to be comic 
stories, not illustration. If you want the 
rate of pay from comics to illustra be 
happy to make that and any other change you want.” 
eedless to say, Marketing didn’t insis ing 
hese types of changes. 

Back to answering this question... 

So we had a story featuring a bunch of charac- 
ers that had never been designed, weren’t toys, 
and nobody cared about beyond the comic. After 
reading the script for The Secret Liquid of Life!, Larry 
called me up and asked for character designs. | 
said we didn’t have any. He asked, “Can we make 
them black?” 

I thought about it and said I’d get back to him. 

I called Ron Cook and asked the same question, 
and Ron said, “I don’t see why not.” 

So I called Larry back and said, “Sure.” 

On the next book, during a powwow, Michael 
asked if we could make the new characters Asian. 
That was Double-Edged Sword. 

And we agreed to make the next group of char- 
acters Native American . . 


o change 
ion, we'd 


onus ma 


. except, of course, they 
weren’t Americans, so it’s really kind of Aztec-y. That 
was the aforementioned and infamous Slave City! 

I think when we, as a culture, see increasing diver- 
sity, it becomes the new normal. 

Masters of the Universe started mostly white 
(except for the oddly hued characters), but it ended 
up reflecting numerous real-world cultures, and | 
think, subliminally, that helps young people grow up 
to make their own new normal. 


Do you recall any story lines that were planned 
but never made it to fruition? Was there ever a 
story you wanted to see told that never happened? 


Yes. One. 

Ron asked me if we could do a MOTU comic 
strip, and I said we absolutely could. I quoted a 
price to produce a one-week sample to show what 
we could do. 

I was the art director at the Los Angeles Times 
Syndicate and had some very specific ideas about 
how to make a daily continuity-adventure comic 
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V), 


strip work, especially in that era of decreasing 
comic strip sizes. Most continuity strips at the time 
were three or four panels for dailies, and Sundays 
amounted to recaps of the week’s worth of dailies 
or featured concurrent story lines that had noth- 
ing to do with the dailies. And the dailies moved 
through a story at a snail’s pace, allowing for people 
who missed a day or two to still Agure out what was 
going on. 

First, | wanted more panels and more daily 
drama and excitement. Larry Houston had already 
shown that he could, through the use of tall, thin 
panels, and dynamic angles, capture a lot in a very 
small space. Visually, this is exactly what | wanted. 

| tapped Christy Marx to write the sample, and 
she was completely onboard with what we wanted 
to do. 

I seem to remember us agreeing to write this plo 
“method.” In other words, we gave Larry a plot, he 
roughed out the strips, and then Christy added the 
dialogue. This was called the Marvel method, and 
it’s the comics story, layout, and scripting method 
employed by Stan Lee, Jack Kirby, Steve Ditko, and 
hundreds of others. 


This is the first and only time the story line was 
completely in our hands, entirely because it was jus 
a sample. 

So Larry delivered his first layouts .. . 
really disappointed. Three panels per daily, very 
staid, and I asked him what had happened. 

At the time, he was working at an animation stu- 
dio, in the same office with Russ Heath. Russ was 


and I was 


a comics great, a master. Larry had gone to Russ 
and asked him how to draw a daily strip, and Russ 
told him exactly how to do it, exactly how it was 
being done—exactly how it was no longer working, 
because comic strips had gotten so much smaller 
in their print size that the results were, simply, old 
fashioned. 
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I said as much to Larry and told him what it was 
about his work that I wanted to see again. I pointed 
out that he could do anything he wanted within the 
dimensions of the strip. What Larry produced next 
was exactly what I’d been hoping to see from him. 
ive, vibrant, exciting. 
he dialogue, Stan lettered, and Jim 
wanted Jim because his finishing 
ustrative and less traditional than 


The strips were a 

Christy wrote 
Mitchell inked. I 
style was more i 
what you’d expect to see in a comic strip or book. 
ts were exactly what I’d wanted. I 
showed the finished six dailies and Sunday strip to 
Ron, and he was thrilled with the results. 

And then I gave him the budget. | 
tune, but producing a single strip was not too far off 
from what we charged for a minicomics page. 

And Mattel passed. Eventually, they went in 
another direction with somebody else, and the strip 


Again, the resu 


wasn’t a for- 


only lasted a short time for a comic strip, about 
four years. 

Often, you get what you pay for, and | really 
would’ve liked to have produced that syndicated 
comic strip, because I’m sure it would’ve attracted 
millions more fans to MOTU .. . and made its exist- 
ing fans really happy. 


Could you talk a bit about the Princess of Power 
minicomics? You were involved with those as well. 


Ron Cook brought me in at the beginning of the line 
to produce the minicomics, but I don’t recall if he 
was the actual art director. Maybe, maybe not. 

For the first series, we produced comics similar to 
the MOTU line. Jim Mitchell penciled most of them, 
Stan Sakai lettered, and Skip Simpson colored. | 
don’t remember who inked. 

After the 
and sold wi 
really didn’ 


first batch of comics were packed out 
h the toys, Marketing told us that girls 
like the comics. The perception was 
hat the format was the problem, not the stories. 
Personally, since we know full well that girls and 
women do like comics, I think the problem was more 
ikely related to the stories and/or the presentation. 


But we still had a problem to solve. 

I was at Mattel for a meeting to discuss our options. 
I don’t recall who suggested making them illustrated 
storybooks. But I do know that I suggested a pic- 
ure book/comics hybrid, one that had never been 
done before. 


I did the same thing a decade later at Disney Pub- 
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lishing, when | designed their Junior Graphic Novel 
format from an adaptation of the Aladdin comic by 
Bobbi J. G. Weiss, which was, | think, edited by her 
husband, David Cody Weiss. I’m crediting them on 
the Junior Graphic Novel because their contribution 
was integral to my process. 

Working with “found art” has always been one 
of my strengths, so in crafting the Aladdin Junior 
Graphic Novel, I used art pulled from panels and 
full panels from the comic, created new layouts for 
how the story would work on the pages, and then 
added text to bridge the story gaps between the 
comics panels. 


[he results were labor intensive but unique. 
A decade earlier, the idea was much simpler for 
She-Ra: One full-page illustration per page, with text 
to tell part of the story, and one, two, or no comic 
panels, usually with character dialogue, inset into 
the full-page illustration, placed either at the top or 
bottom, depending on where we needed the panels 
to fall in the story. 

Also, I wanted to approach the inking differently, 
so we went with a more illustrative line—a thin- 


ner line inside shapes, and a heavier line outside 
shapes—again with the idea of moving away from 
a comics feel. 

Jim Mitchell penciled all these, Todd Kurosawa 
(a famous animation-industry vet now) inked, 
Skip Simpson colored, and Mattel went with type 
instead of lettering for the text and balloons. I think 
that might have been my suggestion, to get further 
away from a comics feel, and I was happy with 
the results. 

We'd created a new format, and Marketing felt this 
hybrid was a better fit for the toys and the market. 


Any additional words you’d like to share? 


I’ve got two thoughts, the first funny and reflective 
of the process, the second more of a final thought. 

Going back to the process, scripts came to us 
from Marketing preapproved, and there were bud- 
gets to be kept to. So, even when something had 
been missed, we'd fix it rather than start over. 

For example, the infamous comic Slave City! fea- 
tures my most creative solution to a problem. 

Like so many stories before it, we got the script 
from Ron Cook, Mattel’s art director on the project, 
along with whatever new reference art we needed. 
Like previous comics in this series, this story fea- 
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tured characters that weren’t necessarily toys. Larry 
Houston penciled, making up the characters as he 
went, Michael Lee inked, Stan Sakai lettered on an 
overlay, Charles “Skip” Simpson colored, and we 
delivered the final art to Ron. 

The next time I was in, Ron brought out the art 
th a question from Marketing: Why didn’t Zodak, 
the villain in the story, look like the toy? 

My response was: “There’s a toy?” 

right? Many balls were 


W 


Famous last words, 
dropped on that one. 
The book needed 


character in it didn’t 


o go to the printer, but the 
ook like the toy, which is my 


definition of a problem. 
There are a few things 
know where this particular 
Some years ago, Cheri 


*m good at, and I don’t 
talent comes from. 

and I got three kittens, 
really small ones, two males and a female, which 
we named Sam, Puck, and Lily. Six months later, we 
took them in to get fixed. The vet looked them over 
and asked, “Where’s the female?” 


Lily had been so small that they hadn’t seen the 
equipment, and it’s not like Cheri and I ever looked 
down there. So Lily was the proverbial “Boy Named 
Sue” (a hilarious song by Johnny Cash). And our 
problem: do we change his name after six months 
and confuse him, or keep it? 

My epiphany on the way home: change the spell- 
ing of his name to Li’l Lee, still pronounced the same. 

Some decades earlier, here’s what I’d proposed 
to Ron: “For a price, we can redraw the character 
in the book, and repaint all the relevant pages, but 
the book will be terribly late. . . or Ican change the 
name of the character.” 

He went for it. 

In the Mattel conference room, Ron brought me 
the requested X-Acto knife blade (there’s one for 
scraping, instead of cutting) and a triple-O Rapido- 
graph pen for inking. 

The toy character’s name was ZODAK. 

I scraped the horizontal line off the top of the 
Z, making it an L, and connected the vertical and 
angled lines at the top of the K, making it an R. 

Thus, LODAR was born, and time and money 
were saved. 

On a final note, now is probably the best time to 
e how much of an impact Bruce Timm had on 
the MOTU minicomics. 


no 


I first met Bruce at the San Diego Comic-Con, 
back when it was still called the San Diego Comic- 
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Con, not Comic-Con International. It was still being 
held at the convention center, and Tom Luth (color- 
ist for Groo, me, and a bunch of other people) told 
me he wanted to introduce me to an artist. 

We went outside. Bruce, twenty-one years old, sat 
on the concrete, depressed. He’d shown his portfo- 
arvel and DC, and the editors told him his 
work was too cartoony and dismissed it and him 
out of hand. 


lio to 


checked out his portfolio and was really 
impressed. His work reminded me of Will Eisner’s. 
He felt it favored Jack Kirby, and | think we were 
both right. I mentioned that he really didn’t need 
he little bit of crosshatch he used, that it obscured 
his nice line work, but that is, as I recall, the only 
critical observation | ever made to him. 


I told him I’d give him a book. His first work was 
errific, everything that followed was terrific, and 
he and Jim Mitchell were always first in my line for 
more work. 


I have a real fondness for most of the artists who 
worked on the books, but | think Larry Houston, 
Jim Mitchell, and Bruce Timm set 
everybody else to follow. 

Some decades later, during another Comic-Con 
in San Diego, I ran into Bruce at the Marriott. It was 


he standard for 


early—neither of us wakes up well—and we were 
both in the lower-level coffee shop, having break- 
fast with other people. We bumped into each other 
near the buffet, where I was probably loading up on 
more bacon and hash browns. 


It was great to see him, but we barely chatted, and 
then he suddenly came back to me and remarked 


YOU DON'T 
MIND IF L 
GIVE IT 
BACK, DO 
You ? 


how amazed he was that fans kept approaching him 
about his MOTU minicomics. He was truly surprised. 
Shocked even. 

And I was, too, and still am. 

But then, we created comics that might have 
been the first some kids ever read. We created new 
comics with new stories, so that kids could see in 
them the characters that were the toys they’d just 
added to their collections. 

As Ron Cook once told me, each comic had a 
print run of six million (I think that was the num- 
ber of millions), more than any other comic being 
printed in the world. It’s still kind of hard to wrap 
my organic hard drive around that. 

I remember another time in the eighties, when 
Cheri and | were wandering through a Toys R Us, 
searching for toys that had my comics packed with 
them. I don’t know how the conversation began, but 
Cheri happened to remark to a child’s mother that 
I was the guy who made the comics that were in 
the toys. 

The woman gave us one of those withering looks, 
her eyes narrowing with a cold, malevolent glint, 
and she said, “So you’re the ones.” 

A badge of honor. 

Yes, we were the ones. K 
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APIT OF DARKNESS-- A DEEP, BLACK WELL-- } 
REACHES FAR INTO THE CORE OF ETERNIA. 


IT [5 NOT A NATURAL CHASM; RATHER, IT HAS 
| BEEN FASHIONED BY 


wiIF YOU CAN CALL THE 
OWNER OF THESE SKELETAL 
Be Ca . FINGERS A MAN ! 


SUDDENLY EMERGING FROM THE DAMP 


| DEPTHS OF THE WELL, WEBSTOR 
We SLITHERS UP THE METALLIC SHAFT. A [ume 
| WEB CORD STRETCHES TAUT, BARELY | 
| REACHING THE TOP OF THE WELL, AND] 
THERE WAITING IMPATIENTLY... 


PRODUCED EXCLUSIVELY 
| FOR MATTEL BY: 
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INKER- 7M LUTH 
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ANOTHER MINUTE AND I'D 
HAVE THROWN THE SWITCH 
WITH YOU STILL DOWN 


FINALLY! AFTER 
MONTHS OF 
PREPARATION / 


POWER WILL LIE 

UNGUARDED... 

MINE FOR THE 
TAKING ! 
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IN BUT A FEW HOURS, 
THE STORMBRINGER 


ETERNIA... 


WILL SWEEP ACROSS | 


eee, 
SZ 4 


f BEHOLD THE AWESO 
MIGHT OF THE 
STORMBRINGER ! 


es EXCELLENT! LET'S 
SOON IT SPREADS OUT AND SEE HE-MAN FIGHT 
ENGULFS THE PLAINS OF ETERNIA! THIS FORCE! 


Z = ‘t : BY, 
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MEANWHILE, FAR AWAY FROM THE STORM... IT IS A 
SPORTIVE DAY IN ETERNIA. THE HEROIC WARRIORS 
ARE ENGAGED IN A LIVELY GAME OF GLO-DISK ! 


TRYTOSTOP\—s—~—tS 
THISONE, ) 
EXTENDAR! / 


EXTENDAR 
WITH A TERRIFIC 
SAVE! IT IS HIS / 


* The writer showcased a game called Glo-Disk, which was intended to be a real game. 


HE-MAN AND EXTENDAR 
ARE SUCH GOOD 
ATHLETES! 


EVEN WHEN THEY'RE NOT FIGHTING \\em ws EVEN IF 


EVIL, THEY GET TO USE THEIR TALENTS. }¥ IT MAY NOT 
I NEVER SEEM TO GET A CHANCE ° y 
TO PROVE MY STRENGTHS ! 


= hm Ky Cy Vi See YOU'RE OUR 
t s (- te FIREFIGHTER , 


‘ oom a)’ / YOUR JOB IS | 7] AND WE. RELY 
\ VERY IMPORTANT, ON YOU TO 

Der RT Ly) snour'spour-- | 

om = 


P.. EVEN THOUGH HE-MAN IS MY 
are WELL, I \ 

.../ SURE DON'T 

FEEL VERY 


FRIEND, I JUST DON'T FEEL LIKE 
| ONE OF HIS WARRIORS ! 


I’M JUST 
NOT PART OF 


* Snout Spout’s look is based on concept art. 


AND ON A REMOTE HILLTOP FAR AWAY 
FROM THE PLAYING FIELD, A SINISTER 
PAIR OF EYES VIEW THE FIELD. 


WITH MY INCREDIBLY 
POWERFUL SPYNOCULARS, 
I CAN WATCH EVERYTHING 
THAT GOES ON... 


ra 


haat 
(S 


WITHOUT BEING 
SPOTTED 
MYSELF! 


AH! ETERNIA'S 
at HEROES AT PLAY. 


WELL, SOON THEY WON'T FEEL | | AS THE VIOLENT STORM GATHERS FORCE, 
MUCH LIKE GAMES! MY A SHARP LOOKOUT SPOTS THE. ONCOMING 
STORMBRINGER WILL TAKE = | a 
CARE OF THEM! 3 
HA! HA! HA! 
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THAT'S NO 


A j 
Z ORDINARY STORM, 


BUT IT 1S TOO LATE! THE 
STORM IS BEARING DOWN 
ON THE HEROIC WARRIORS! ny 
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; é = THIS MUST BE 
YOU'RE RIGHT, = = SKELETOR'S 
EXTENDAR. WE'RENOT “oe 


AND IN A WAY, THE AWESOME FORCE OF THE STORM FOCUSES INTO 
THAT'S GOOD... A SINGLE VICIOUS STREAM OF ENERGY... Z 
BECAUSE... BEAMING DOWN ON HE-MAN ! g 


PRAT! THAT 
7 HEROIC FOOL IS 
A SHORT CIRCUITING / 
STORM! 


mm MY : hae 


\ 


— o 
S 


~N BOTT? 
SM 


— 
43 
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COME, WEBSTOR ! 
WE'RE GOING TO RIDE 
THE STORM! 


THE FEARSOME FURY OF THE 
STORM BEGINS TO TAKE ITS 
TOLL ON THE HEROIC LEADER, 


SNOUT SPOUT BRAVES THE . 

STORM AND USES HIS POWERFUL SNOUT SPOUTS SUPER 
HOSE NOSE To BLAST JET SPRAY DOUSES THE 

AWAY WITH HIS MIGHTY SPRAY! | PE /EVIL FLAMES OF THE 


Ww. 
G 


WE'RE SAFE! 
| THE STORM'S 


BUT THE STORM HAS NOT 
YET SPENT EVERY BOLT OF | 1). 
LIGHTNING... 


i 


SKELETOR! I KNEW 

YOU WERE THE WICKED 

WEATHERMAN BEHIND 
THIS ! 


YOU HAVE STOPPED MY 
STORM, HE-MAN, BUT 
YOU CANNOT FOIL 
THE FIREPOWER OF 

MY HENCHMAN / 


GS 

WEBSTOR, § — 
CFR DY 

LA hae vee Lae ' i j ; Pot 


~ NS. 
1 
‘ 


WELL, WE'LL SEE 
IF WE CAN'T COOL 
THEM OFF / 


7D) EARL 
» | SNOUT SPOUT BRINGS THE WIND RAIDER INTO 
| A DIVE AND OPENS UP WITH A SALVO OF HIS OWN! 


WE'RE OUTNUMBERED, WEBSTOR! 
THE WATER BLAST RUN! I'LL FACE YOU ANOTHER 
DOUSES WEBSTOR DAY, HE-MAN / 
i WHEN THE N 
WEATHER CONDITIONS 
ARE MORE. TO MY 
LIKING / 
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OUST IN TIME, SNOUT SPOUT BRINGS a 
HIS WINDRAIDER IN LOW AND GRABS 
THE DASTARDLY WEBSTOR OFF HIS FEET! = 


ean eee a 
GB 
\ 
\ 


KOR ye Me 2 
| \ eee 


ois 


En 


AAMIIEEE.)— | 
SA PUT ME DOWN! 


HEY, 
WHATEVER 


Al 


WY 


/ 


\} 
. - 


- wie 
Pr ccray, 
SNOUT SPOUT! 


Oi 
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I GUESS SO. 

I REALLY AM 

PART OF THE 
TEAM / 


(LUA he 

i) y 

\Y UY 
x Na s— 
ORS) 
— sie - 

a 
RN VAN ’ 
3 | \ i \ 

TINS: 
ga ’ < 

q 

L\ 

\viee 


Ws 
oe 


\ 


IN kN h an. é 


Nyest 


7 Dy 


eA 


Caan | 
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DEEP IN THE HEART OF SNAKE MOUNTAIN, 
SKELETOR AND HIS EVIL HENCHMEN HATCH 
ANEW PLOT TO HARASS THEIR ENEMIES. 


AND HERE IS WHERE \ WONDERFUL! THE 

THEIR HERDS GRAZE.| CITIZENS OF 

IF OUR PLAN WORKSSS, | ETERNIA SHALL 
THE HERDS WILL BE SUFFER SLOWLY! 
DRIVEN OFF AND HE-MAN WON'T BE 

THE CROPS WILL ABLE To HELP THEM 
BE DESTROYED! BECAUSE HE, TOO, WILL 

BE TOO WEAK FROM 
UNGER ! 


age co EXCLUSIVELY FOR 


=—— MATTEL 
ma WRITER- STEVE GRANT 
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a= 
THEN GO! 


BEGIN YOUR FIENDISH WORK 


AND SEE THAT YOU PO NOT FAIL, 
KOBRA KHAN, OR I'LL TURN YOu INTO i 
A PAIR OF SNAKESKIN BOOTS ~ Xx 
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AND YOU WILL 
BECOME A BEAST-SKIN 
RUG IF I'M NOT SATISFIED 
WITH YOUR WORK! 


SEVERAL DAYS LATER, | 
TWO FRIENDS ARE. 
TAKING A HOLIDAY. 
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NO MORE FACE- TO- 
| FACE BATTLES WITH 
| HE-MAN. FROM NOW 
ON, I'LL BE MORE 
DEVIOUS THAN THAT. 
TODAY, HUNGER 
TAKES HOLD IN 


OF ETERNIA / 


SOON ALL OF CASTLE GRAY- 
SKULL’S DEFENDERS WILL 
BE TOO WEAK To 
WITHSTAND ME / 


IT LOOKS LIKE 
A TRAP OF 


SOME_KIND. 
BETTER CHECK 


H 
PIT 1S TOO DEEP, P 
LITTLE FRIEND, BUT 
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WHY, HE-MAN, YOU OL’ 

BUCKAROO. I THOUGHT 

I CAUGHT MEA 
RUSTLER / 


RIO BLAST! 
MY OLD FRIEND! 


AS EVENING FALLS, TALES ARE TRADED OVER THE CAMPFIRE 
AS OLD FRIENDS CATCH UP ON THE RECENT EVENTS IN ETERNIA... 


EVERY WHICH WAY AND 
THEY'RE. IN’ UP THE 
<> = CROPS SE AETIN’ FIERCE . 
HAVE YOU SET ALL AN THE VILLAGERS ASKED 

THESE TRAPS ? 2 eR. a ME. TO LOOK INTO IT. 
CAE SHUCKS, I GUESS THEY 
HEARD I USED To BE 
A LAWMAN. 
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COULD YOU USE 
A LITTLE HELP, 
RIO BLAST ? 


‘ ~ 
> 


TICKLED, 
PARTNER! 


HERE, Lil’ FELLER, DIG 
RIGHT IN. NOW I AIN'T 
ONE. TO BRAG L 


wr Pot eee Pru’ 
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NO THANKS, R10. 
1 ER-- HAD A BIG 


7 WHAT'S THAT? 
A IT SOUNDS LIKE 
by THUNDER ... 


\R 


iB) 
ie 


Wray Pre 


I WISH IT WERE THUNDER, 
HE-MAN. BUT I THINK WE 
GOT OURSELVES A... 


S STAMPEDE! 
‘MON, WE CAN 
HEAD ‘EM OFF INTO 
B YON 

THISAWAY / 
mn & 


SUPDENLY, RIO BLAST UNDERGOES AN AMAZING TRANSFORMATION . 
— a . [EE 
ZN yy is 


YEE-HAW! MOVE. 
ALONG LITTLE 
Pocies ! 


7 SS 
a—J=—=| RIO BLAST'S A 


—— = 
WESOME. oa 
== — FIREPOWER SENDS THE CATTLE 
= = BARRELING OFF IN A NEW po 
=a 1 £ G 
fe ee ee ee 


e 


I'M GOING 


OH NO! 


Jn 


THE. MIGHTY FORCE OF THE 


I CAN' 


~ OH NO! 
REACH HIM IN TIM 


MEGALASER TURNS THE HERD 
IN ANOTHER DIRECTION ! 


_ UNLESS... 


“tif J 
yy) 


e be bale / 


ty 


RY, 
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WELL THEY CERTAINLY ~ 
DON'T LOOK VERY HEALTHY. 
I WONDER WHAT'S 
~ GOING ON ? 
ee = 


7); 


I THINK 
SO! THAT 
WAS A CLOSE A 
ONE. / 


HIGH UP ON ANEARBY RIDGE STANDS HE-MAN'S | |SsTILL, IF WE CAN DISPENSE 
ANSWER. KOBRA KHAN AND BEAST MAN WATCH| | WITH HE-MAN AND HIS 
WITH DISGUST AS RIO BLAST CALMS THE HERD!) | FRIENDS, WE CAN DO AWAY 
WI TLE AND 
BENRAPECE ELINED. SSSTARVE THE NEARBY 


BY SOME ROPEO VILLAGES... 
Yo COWHAND/ Ws 


BEEN FLAT AS A 
PANCAKE, Too! 
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Wd | 
‘\ \ 
mM NOD ( SSO 
SA \ =VA 
."S 


THAT OUGHT TO CONTROL 
YOUR APPETITE FOR A 
WHILE, BEAST MAN / 


‘ So 
Beco) Ve Oe,8,0%6 
Ne 
er “CB. 


aS 
PAEKAES 
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aay me 
Hae! { CMON, LITTLE FELLER, } 
; LET'S BULLDOG ; 


. HE-MAN'LL 
*f TAKE CARE OF THAT 
i SILLY SNAKE / 


cal po 
WITH A BARRAGE. 
OF BULLETS, RIO 
BLAST RIPS AWAY THE 


ROCKS BENEATH 
THE LIZARD MEN... 


rw 


MY VENOMOUS MIST WILL OH wa 
PUT YOU TO SLEEP AND >? 


END YOUR MEDPLING 


FOREVER, HE-MAN. 
D> 


GOOD NIGHT'S Yes 
SLEEP LAST 2B 
NIGHT / 


126 


WELL, SOME FOLK JUST 
DON'T APPRECIATE GOOD 


COOKING, Ll GUESS! , 


URK / \ 
YOWWLP! 


a Atal 
4 


mY GS: 


Rio BLAST! 


WELL, I'M GETTIN’ ALL MISTY HERE / 
TELL YA WHAT. YOU FELLERS SIT YOUR- 
SELVES RIGHT DOWN 
AND HAVE A GOOD SQUARE 
MEAL WITH ME. THERE'S 
JUST ANOTHER POT OF 
BARBECUE SAUCE 

INSIDE THE WAGON. 
JUST ENOUGH FOR THE 
THREE OF US! 


YOU ALL 
SHORE HAVE 
BEEN A BIG 


Y THAT'S WHAT FRIENDS 
ARE FOR, RIO BLAST 

--TO HELP OTHER 

FRIENDS IN NEED / 


NEXT TIME WE HELP OUT A 
FRIEND, LET'S MAKE SURE / 


3 a ‘ \ es 


¥ 


~~ A \ 
A y 
x 
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ON THE GOLDEN ISLES 
OF ETERNIA, PRINCE 

ADAM SPEAKS TO THE 
HEROIC WARRIORS OF 


CLEMO Ee 


SSO 
Hi! HE-MAN Ue 


COULDN'T BE HERE 
SO HE SENT ME! 
: ; 


— Ss? Ce ate ; 
PRODUCED EXCLUSIVELY FOR MATTEL BY: WRITER-S7TEVEN GRANT, | 
LAYOUTS-PETER LEDGER, PENCILS- RED GRANT, INKS- BRUCE § 


TMM, LETTERING-S7AN SAKA/, COLORS-CHARLES S/MPSON, 2 
EDITOR-LEE NORDPLING, 


RIGHT! PRINCE ADAM 
HAS A GOOD TIME WHILE WE 
DO THE DEFENDING. 


pies 


FIGURE OUT BETTER \fJ 

WAYS TO DEFEND 
A}ETERNIA AGAINST 
MENACES LIKE HORDAK 


AND SKELETOR. THANK YOU, ADAM. 


ARE YOU READY TO 
DEMONSTRATE THE 
BLASTERHAWK? 


a 
¥ 


SY-KLONE CAN 


TELL US ALL ABOUT 
ETERNIA'S NEWEST 
WEAPONGE... = 


* Sy-Klone is finally depicted as accurate to the toy, with a round radar screen and the correct color scheme. 


" vOre Y 
a mG 7 o~ Ca? ¢ 
My Sos » Au 
YY THis 1S ONE OF ‘ge A™ SoS \ pres Mua 
THE MOST IMPORTANT Y ~ te AS a 
WEAPONS IN OUR : . | 
ARSENAL -- y 


FOOLS! THEIR — 
WEAPONS MEAN 
NOTHING TO-- 


2 —S LE LLP 
~} 


--HORDAK/ 
MASTER OF 
ETHERIA! 


| | I'VE COME TO RULE YOUR 
WORLD, INSECT! FIRST I/LL 
DEAL WITH PRINCE ADAM / 


mith wy) 


PHELPS HE'S 
BLOWING ME 
OuT TO SEA! 


YOU FIEND / 
ADAM WAS 
NO THREAT 
TO YOu! AND 
WHY ARE. YOU 
TAKING 
SY-KLONE? 


ELSE FOOLISH ENOUGH ) 5+ 


WY\ ’SY-KLONE. HAS SPECIAL POWERS... 


YOU'LL NEVER 

CONQUER Us ! 
HE-MAN WILL 
STOP YOU ! 


are 


POWERS THAT NOW BELONG TO ME! 4) Dy) 
AS FOR ADAM, I'D ‘“@ 
HAVE. TO DISPOSE {sx 

OF HIM ANYWAY- }- 


WS yes ~ea . : AZ 
: == HE-MAN-- AND 
{ YOU-- WILL BE 
MUCH TOO BUSY 
STO BOTHER ME.! 


“J, NHEN I CLAIM LS 4 
ETERNIA'S Vp x N 4 
THRONE "<< il NWS, 


WILL SEE TO 
THAT! HA! 
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“ ) =] AND DOZENS OF THOSE THINGS Ya 


7 COAW ARE. COMING THROUGH IT! 
awk ie WHAT ARE THEY 7 
> Gk | 


SY-KLONE AND 


7, 


oan Ma LaSRSAS, ¢ 
ae FIGHT BACK! AD _— 
RE bah THEY MUST HAVE ) ary eee’ 
A WEAKNESS ! 5 ee 
y A f 


S 
am 


7 7 
a » 
= Ce AQ ae 


IF THAT MONSTER'S 
TELLING THE TRUTH, 
{ = 3 THIS IS THE END 
Ane peRFect! OF ETERNIA ! 
WE CANNOT / 


BE BEATEN! 
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\F L HIT THE 


fy 


i] MEANWHILE, OVER THE AJ) Tr'p BETTER = 
OCEAN OF GNA MAA!) | WHISTLE FoR my SSS) 


Pa ae eS ae) L SET SLED! 


BY THE POWER OF 
GRAYSKULL-- TI 


I WONDER Ss 
WHAT HORDAK 
1S UP To ? 


WHY DID HE KIDNAP 
SY-KLONE? THERE'S 


ONLY ONE PLACE 
TO FIND OUT-- 


MUCH AGAINST 
HORDAK, I'D 
BETTER — 
BECOME 
SOMEONE 
WHO CAN! 


ISN'T IT WONDERFUL? MY MACHINE 

PULLS MATTER RIGHT OUT OF THE 

GROUND, AND FORMS IT INTO THE 
PERFECT WARRIORS / 


. . 
Pp 


AND ON HORPAK'S 4 

HOMEWORLD... | ve 
MY HORDE TROOPERS! SOON 
I'LL HAVE. THOUSANDS-- 


MAYBE MILLIONS-- AND THEY ) 
WILL Gamer : 


THAT YOU WILL NEVER \ gy 
KNOW! I'M SENDING San 
YOU TO A NEW WORLD-- J Jie 


BE WHY DID You BRING 


R7). 4 WY -- WHERE NO BEING ¥ 
ye ME HERE? Aen CAN SURVIVE / 4 


i i a) 


' | i ° -2& ‘ { ~) 
, \\e y “as | \ =) 
2 ~— 4 v 
3 ~ ~ * y \ 
am /’ IF YOU AREN'T 
.: NICER TO YOUR 
ms, GUESTS, HORPAK-- 
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-- NO ONE 
WILL WANT TO 
VISIT YOu! 


dy INVINCIBLE ! 
HIS MACHINE ARE ' "EBA. / 
VANISHING / \ 8 


NSS | NO! YOUR MACHINE WILL 
ie DESTROY THE ISLES AS ad 


17 UD LOVE Ti 
WATCH, BUT I 
WW. MUST TAKE 
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" WE'RE DOOMED‘ 


ay 


Pen 
1 Wi ENEN MY 


y¥Y GREAT STRENGTH 
SEEMS USELESS 


BUT WE MUSTN'T 
GIVE UP! HORDAK J} 
MADE A MISTAKE 
SOMEWHERE-- 
I KNOW IT/ 
y| 


W [THERE MUST Olea A zi 
BE A WAY To a {€ 
DEFEAT -- A, 

I SURE DID! THE TROOPERS 

ARE ROBOTS! AND THEY 


CAN'T TAKE A PUNCH 
; TO THE CHEST! 


x ’ 
THAT'S WHY =" 5 
HORDAK WANTED ME ats 
OUT OF THE WAY! am 


I'M THE ONLY ONE FAST ENOUGH se = Vf WE'VE GOT TO GET 
TO WRECK HIS TROOPERS AS FAST a, ..m << BACK AND WARN 
BD AS HE CAN MAKE THEM ! a ; M THE OTHERS! 


UNLESS IL MISS MY GUESS, 
THIS PORTAL WILL GET US 
BACK TO ETERNIA! 


DESTROY! 
DESTROY / 
DESTROY! 


Oa Cw 


I'VE NEVER \fee XR 4 
SEEN ETERNIA 22257 


LIKE THIS, 


HE-MAN / rad 
PRINCE ADAM Yel | ALREADY 
SS) | was-- 4 | Saved Him! 
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AIM FOR 
THE CHEST 
PLATES ON 
THE HORDE 
TROOPERS ! 


WON'T BE ABLE TO BEAT HORDAK BS 
UNLESS WE CAN SWITCH OFF THE AS 
MACHINE THAT CREATES 

THE HORDE TROOPERS ! 


IT'S NOT POSSIBLE! MOMENTS 
AGO, THEY WERE BEATEN- - 
AND NOW... NOW... 
CAPTAIN / 
STOP HE-MAN! 
h THAT'S AN 


‘ : ~Y 
SY-KLONE'S RIGHT! Bi f 
THAT MACHINE MUST YOU'LL NEVER , 
BE DESTROYED/ We} | MAKE IT ALONE. 
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JUST GET OUT OF HERE, YOU 
TALKING HUNK OF JUNK / 
YOU CAN BE REPLACED, 

YOU KNOW ! 


r 


DESTROY! 
OUR MASTER 
\ ORDERS IT! 


| SOMETHING 
\ TO THINK 


ERROR! 
ERROR! 


I WON'T! NOT 

WHILE ETERNIA 
\S STILL 

THREATENED! 
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sh 


FOR YOURSELF, 
ROBOT / 


AND I DON'T HAVE TO 

REACH YOUR MACHINE / 

I ONLY HAVE TO GET 
CLOSE ENOUGH-- 


‘ \ 2G 


| \ 
ALLL _ HAM WY WAM ANN 


xe 


" eae 


WT | 


a \ ‘ i 
{a : ag 
ETERNIA'S 
SAFE FROM ~ & j YOU'LL NEVER 
. Soe \ CATCH ME ! 


fy 


WE'VE. FINALLY 
CAPTURED HIM! 
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WRONG, FOOL! / 


(7 \NHEN I RETURN WITH = '-- YOU WILL WY / 


7 WE ESCAPED AGAIN-- 
| BUT AT LEAST His 


WE'LL ALWAYS 
WIN AGAINST HORDAK! 
WE HAVE STRENGTH 
HE'LL NEVER 
UNDERSTAND! 


% . mat “ame / s ‘ 
HORDAK HAS TO wr: eae 
DEPEND ON of : 
MACHINES FOR YP * : 

| HIS MIGHT! | ( f 
r i 


THICK AND THIN, NO 
MATTER WHAT / 


Illustrations: © Mattel, Inc. 1985. Hawthorne, CA 90250 U.S.A. PRINTED IN MALAYSIA. 
® and TM designate U.S. trademarks of Mattel, Inc. All Rights Reserved. 0007-6210 


Piitie teens 
a ca 


EACH YEAR AT KING RAN 


OF THEIR FAIR LANR HONORED GUESTS, THE 

HEROIC WARRIORS LAY DOWN THEIR ARMS AND 

|] SOIN IN THANKSGIVING-- EVER ON THEIR GUARD, 

|| FOR EVIL COULD LURK CLOSE AT HAND. 
pt Rea arabia 7 7 e aS 


GOOD 
CITIZENS! LET 
THE FESTIVITIES 
EGIN / 


7 TROUBLE YET, 
FATHER. BOT 


ta . a 
il ea . AW : 
24 * ok ‘\ 


Dm 
, A 


EXCLUSIVELY FOR 
MATTEL By: 
| WRITER- TINA HARRIS, JIM MITCHELL 
) PENCILER- JIM MITCHELL 
Y| INKER- TOM LUTH 
4 LETTERER- STAN SAKAI 
=] COLORIST- CHARLES SIMPSON 
EDITOR- LEE NORDLING 
ART DIRECTOR-RON COOK 


146 


UNPROTECTED! 
HOW LONG I 
HAVE WAITED 
TO REIGN AS 
ETERNIA'S 
MOST EVIL 


Veter Ly BUT AT SNAKE MOUNTAIN, DARK 
e hg y PLANS ARE ALREADY BREWING! 
y 4 


ES 
SSS / 
~ SSS 


SYgs 


SAS 


} 
j 
Y 
y 
y 
4 
Y), 
4 
4 


T SLIPPING AWAY FROM SNAKE. 
MOUNTAIN, EVIL-LYN MAKES 
HER WAY TO THE PORTAL TO... 
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1k \ 


a Ln a Wen 
La 


- ul 
EVIL-LYN |S ESCORTED TO Beet VIL-LYN: 
4 HORDAK'S LAIR-- THE J 
FRIGHT ZONE / 
— 


WHAT FOUL 


EACH STRIKE. SKELETOR 
HAS LAUNCH 


I GROW TIRED OF 
HIS BLUNDERING, 
‘1, HORDAK! TAKE 
CASTLE 
GRAYSKULL FOR 
ME. WITH YOUR 
HURRICANE. 
MIGHT AND I 
SHALL BE YOUR 
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ENJOY THE OOZE, MY 


R... 
GRAYS 


ae 


Dy TROOPER, 
TO THE SLIME 


SHALL BE FZ 

MINE ALON. ‘4 

BEFORE. THIS DAY 
IS THROUGH / 


<4 US | f G 


. - if P be \ 
yh 7 NY 


e 7 ; Ps ‘ + : 
Nv, 6 0GRe Th 3\AN¥ 
FY Y \y | Pe ” 
} i po aN Ge 
A) AND NOW, 
Ne A FOR MY NEXT 
5 eal TRICK... 
Goop | 
NIGHT! Jay 


wl Ba IT'S HORDAK 
AND MANTISAUR! 
y a < 
OOK 


mm AW) 


ALI 
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WITH BUT A WHISPER, ORKO ALERTS | | TEELA! TAKE CARE OF 
ORKO. THERE'S SOME- 


THING I HAVE 
oO Do! 


= CE HORDAK ! NI 
Be ( MANTISAUR ?!| |] | 
I MUST LEAVE 


7) eK AT ONCE! 
} Vs 


ype ae a 

i RUSHING FROM 

‘\) PALACE, ADAM DRA 

'|') HIS POWER SWORD. 

A I] y 
| 


a Dy 
alli i hi 
| 


| . Z 
JA)» WZ 
THE 
: WS 


/} 


ax = 


YF 
) g ae 


~ OF] 


_| [WITH NO HEROIC WARRIORS 
|| TO STOP HIM, HORDAK 

| [REACHES HIS DESTINATION 
y pS 


MANTISAUR, RIP 
THE SAWBRIDGE FROM 
ITS HINGES! 


& 


\y 


SOV/ HA! HA! PUNY S77, 
~~. 2AWEAKLINGS ! 79 a 


DON'T BORE ME. WITH 

YOUR IDLE THREATS. 

THAT Re eo 
\S 


* In the original art by Jim Mitchell, He-Man was flying the evil Fright Fighter vehicle, but it was changed to a Wind Raider. 


WIND RAIDER'S ] Ney MANTISAUR, 
STUNNER WILL ) DN 4. CALL IN YOUR 
STOP YOU IN, fa 

YOUR TRACKS! 


I'VE NEVER SEEN 
SO MANY STINKING 


TIME. TO GIVE THOSE yy (O- e 22) THAT SHOULD TAKE 
INSECTS A LESSON 7 “T. (CARE. OF MANTISAUR‘S 

IN AERIAL 4 | FOUL FRIENDS... 
MANEUVERS! K 7 f/ nf’ 


FINISH THE 


WITH GREAT AGILITY, HE-MAN 
AND WIND RAIDER OUTRUNS 


— 


THEN TURNS ABOUT, 
PLOWING STRAIGHT 
INTO THEM! 
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BUT THE INSECT ATTACK HAS 
BEEN NO A 


CLEVER RUSE, GIVING 
HORDAK THE CHANCE TO HIT 
HE-MAN FROM BEHIND! 


ig Vee 6" 
{ . Eg Ney 
RAG » 2 
—te Hest lj 2 
Uf s/h * 
om. 26. “ 
Oat / MANTISAURS 
ATTACK! 


D{ TEAR HE-MAN 
=. LIMB FRO 


~ N 


ca... 


f 
/ 
y 
4 
J 
4 pal\/ 
vo 


INISHED! 
N ne . 


MY WORK /| | HORDAK UNLEASHES HIS THUNDERBALL 
IS ALMOST MACE AND SEIZES THE POWER SWORD! 
F y 

- Vi 


POWER SWORD IN 
MY POSSESSION, 
CASTLE 


mm 
es Pies = 
y= 
—— 


— | 


156 


THE POWER SWORD RISES MY EVIL EYES INDEED, THE POWER 
AND WITH A BRILLIANT DECEIVE ME! SWORD HAS A LIFE 
FLOURISH OF LIGHT, BD: OF ITS OWN! 


yr 
VEN. 


~ e 
“™ 


YOUR VILE. WEAPONS ~ 

ARE AS NOTHING : 
AGAINST IT! THE BATTLE 

IS OVER HORDAK!_A 


I AM ON NO 
DB ONE'S SIDE ps k 
\/ My OWN! 


e- 
Di ~ 


‘ ale 
A 
\ ae 


NOW USE YOUR HE-MAN HAS HIS HANDS FULL 
WITH HORDAK’S KINETIC SHIELD. 


Y STRIKE AS | ¢ 
YOU LIKE, oe 
HE-MAN... nk 

a 


on fa) 
ns 


AND DRAIN THAT 
WRETCHED SWORD OF / 
ALL ITS POWER! 4 


TD 
I oS \ Oo VY <b) ZG 
I TELL YOU, \ “ROKKON! 
HE-MAN, YOU ]% QQ STONEDAR! 
WILL FAIL! 


\Y 
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IT WAS EVIL-LY 


LOOKS LIKE YOU'RE WHO FREED US... SH 


BETWEEN A ROCK AND Jam 
A HARD PLACE, pe 
bm» HORDAK! 


IT APPEARS 
MY FRIENDS, 
ROKKON AND 


"4 
sete 


\ J] MORE TO THIS STORY 
YA, THAN WE SHALL 
EVER 


2 


wha 
(| ia 
| 


f DP OFNG 1 i \ ear 
nf, 1 We my = 44 4 = 
. WW os] a => | Week 8 NS ‘ ‘ 
J wll } Ny ‘ 7 en Ns N 
NN F { 4) { }, 
‘ Xi aie a “>. v4 ~ 
i } 5 
i B im \ —_ 
) 
4 \ \ 
a. Aw i mnmaerenrene si 


IIVERSES 


x al Gp; 


(CRS ae Oe ee a ari To 
ees 


INSIDE. THE CITADEL |\ Ra Vo ‘gs \ 
OF EVIL KNOWN AS » aay 
MOUNTAIN..| | See es 


\ 


L_/~-WE STILL CAN'T 
fs THINK OF A WAY TO 
/ Se DEFEAT HE-MAW! 


3 gaat | | Y 
~Si 


” EVEN WITH Nag 
4 ALL OUR POWER, E , 


EXCLUSIVELY on MATTEL BY: AN SAKAI-~ LET 


TERS 
SIMPSON- COLORS 


STEVEN GRANT BRUCE W. TIMM RED GRANT CHARLES 
STORY PENCILS INKS LEE NORDPLING- EDITOR 
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WHY POES KING HISS WE'RE MORE USEFUL To 
SPEND SO MUCH TIME KING HISS THAN THAT 
WITH SKELETOR, SORCERER WILL 
RATTLOR 2 EVER BE... 


KING H/SS/ RATTLOR YOU MAY, HOWEVER, VY 
AND I WILL DESTROY DESTROY HE-MAN / 
HE-MAN FOR YOU / 


WELL, UH... I Gea I ALWAYS KNEW] | I'LL SEE THAT KING 
DON'T KNOW... YOU WERE A | | A/SS HEARS OF 
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HA! TAKE WHAT You NEED FROM 
SNAKE MOUNTAIN, BUT 
REMEMBER ONE JH/ING! EITHER 
WE WILL SEE THE LAST 

OF HE-MAN... 


( PAY FoR You, 
\CEXTENDAR! 


PRINCE. ADAM, I DON'T 
DESERVE TO MEET YOUR 
PARENTS, THE KING 
D QUEEN. 


& x 3 
Se 7 


——— 
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LADY, WHEN you 
WOULD YOU SHOW WER-- 
US SOMETHING OF SEN TIONE PS a 


SOMETHING’S MOVING )c> 
UNDER THE RUBBLE 
WE MADE ! 


L ME 
EXTENDAR 


UNLESS YOU WANT 
SOMETHING TO HAPPEN 
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| / TAKE CHARGE OF 
LB | ( THE PR/SONERS, Jeg We} 
OT RATTLOR ! ya! S 
i ae 
¥ / Sy, 


me NS 
; EV) R 
=. A 4 NN 
y a3 r| 4 


... BECAUSE THEY 
JUST MIGHT G 
IT! a 


AN 
Oy Ke 
cee 
ARGU 
THEY SHOULD BE. 
ORE CAREFUL 


RATTLOR'S BATTLE 
TTLE ALWAYS 
RATTLES BEFORE. HE 


STRIKES! YOU FELL 
wd INTO OUR 
; TRAP! 


A 


W 
” wuat's 
THAT 
{SOUND ? 


(AIS 


\ "ame a ae eee { YOU'RE NOTHING MORE THAN 
YOUR VENOM! A LIVING STATUE Now, 
It’s HE-MAN-- A 
N MASTER-- <i 


Aes gs 


S 


: IL STILL DON'T 
FEEL MUCH LIKE 
REAL wi 


~ {Mle alo" 


* Extendar’s story about wanting power continues from The Warrior Machine! Here, he still talks about not being powerful enough. 


TUNG LASHOR! HE'S| | BESIDES, WO7A/NG CAN 
GOT HE-MAN / HELP THAT HERO NOW / 
HE'LL BE A PRISONER OF 
MY VENOM FOREVER / fs 


Os" die 
SEN 


PUT A CRACK 
IN THE COATING 


AWN 


= Wy 
~—s 
le 


ll 


WL 


ing Lashor’s ability to use a venom that hardens around characters and makes them as still as statues would later become somewhat useless with 
introd of Snake Face, whose powers turned characters into actual stone. 


THAT CRACK GAVE. ME} | COME ON! WE'VE GOT TO SAVE 
OUST ENOUGH ROOM | | MY P-- THE KING AND QUEEN! 
-- AND WE CAN'T LET RATTLOR AND 
TO BREAK FREE / TUNG LASHOR REACH SNAKE // ier 
MOUNTAIN WITH THEM / : ‘ 
WE'LL NEVER \% 
CATCH UP To 


xX Eset 
WE'LL GRAB SOME. 
ALKERS-— 


STILT-ST) 


AND }j._- 
I'LL EXPLAIN ON THE WAY! 


KING HISS 
WILL THINK WE'RE 
ERFUL : 


Mw ME HIS RIGHT 
with “ANP VIPER! 
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LCAN'T WA/7 TO LAUGH IN HE-MAN-- ON ‘Ne LOOKS LIKE THE 
SKELETOR'S FACE! HE STILT - STALKERS / 

THOUGHT WE COULDN'T 4 AND THE O7HER 

DEFEAT HE-MAN / = qf: 


WHO KNOWS ? 
MAYBE HE 
WAS RIGHT! 


NOW YOU KNOW WHY 
SKELETOR DOESN'T 
USE THIS price ie 


THE KING AND QUEEN NO ONE LEAVES / % ores oe 
ARE SAFE, HE-MAN/ || YOU'RE ALL MY 
LET'S GET OUT OF l 


FRIENDS HAVE 
OTHER IDEAS, 
=’ EXTENDAR! 4 


‘ 
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ee 
YOU OFF-GUARD! YOU 
DON'T STAND A CHANCE-- 


--DON'T LET ME Vw = 
Za COME BETWEEN E>, 7 
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BM WHEN I GET MY HANDS 
ON HE-MAN-- 


CGA. 


WHO BARES TO 
DISTURB MY 
SLEEP 2 { 


HA HA! THAT WILL KEEP 
HIM BUSY FOR AWHILE / 
SOMEDAY I'LL COME. BACK 
AND CLEAN OUT THiS DEN 


WARP APPEARS... 
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IN THANKS FOR YOUR HELP 


— 


\ Sind rei! 
oe 
A. 


AND NOTHING WE COULD 
SAY WOULD 
YOU A HERO! 


IT'S NICE OF YOU TO SAY 
a -- BUT TL 


A ei 
STILL DON'T FEEL 
LIKE ONE / 


IT'S SOMETHING YOU 
ARE IN YOUR HEART! 


EVERYONE WHO HAS 

COURAGE AND HATES 
INJUSTICE tS A HEROIC 
WARRIOR, EXTENDAR ! 


% 


\e re | 


© Mattel, Inc. 1986. Hawthorne, CA 90250 U.S.A. PRINTED IN U.S.A. All Rights Reserved. 
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| AND A CRY WENT THROUGH] \( 
m| THE LAND OF ETERNIA... § | 


ETERNIA HAS ‘ep 

NEVER HAD [EM 

EARTHQUAKES Aeely Z 
SF THE FIRST 

\ WOULD BE TH 


I FEAR THERE ‘S 
IS AN EVIL CAUSE 

FOR THIS 
DESTRUCTION ! 
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WORKING, 


SKELETOR! Peps 
<p 


IT'S / 


JUST AS YOU SAID, BY 
COMBINING OUR POWERS, |" 


ra al 
4M ~ . 
pf Ne 
WE CAN RAISE THE 
THREE TOWERS OF 


ETERN/A, WHICH THE { ~~ YES, KING 
ANCIENTS SANK . Y HISS, AND WITH 
LONG AGO! - cay = THE TOWERS 
| COME THE SECRETS 


tu / MME \ OF _ULTIMATE 
POWER WHICH I i POWER! 
WILL USE TO ; NA" 
DESTROY you ! 


* It is revealed that the Three Towers are older than Castle Grayskull. 


* For artistic reasons, it looks like Castle Grayskull and Snake Mountain are suddenly located very close to one another. 


GRAYSKULL 
TOWER! — 


CHARLES PHIL STAN LEE 
M SIMPSON WHITE SAKAI NORDOLING 
ART7/ST COLORIST WRITER, “LETTERER EDITOR 


7 WE SHOULD SPLIT 
OUR FORCES AND 
TAKE CONTROL OF 

ALL THREE 


RATTLOR CAN SPY 
ON GRAYSKULL 
| TOWER AND WATCH 
STORM CENTRAL 
TOWER WITH 
TUNG LASHOR! 


a = 


QJ 
YOU CAN TAKE 
im, VIPER TOWER! 
THE TRAPS AT CENTRAL TOWER #3u/ 
WILL END SKELETOR'S PLANS 


OF CONQUEST, THEN I SHALL 
HAVE. ITS POWER FOR 
Y 


IT'S A SHAME I 

FORGOT TO TELL 

HIM ABOUT THE 
DANGER ! 


MEANWHILE... [9 Nw 


E'RE LUCKY 
TO HAVE HEROIC \ \ \ THE 
WARRIORS LIKE F 3 ORCERESS! 
YOU TO HELP US, (fm ee /. J 3 ¢ 
. _HE MAN Y LOOKS LIKE 
THE EARTH- 

#1 QUAKE IS OVER 
HA AND SO IS THE 

» DANGER! 


ETERNIA FACES 
ITS DARKEST 
Sr - sae , Z COME AT 
Dass) ONCE. TO CASTLE 
3 PX GRAYSKULL , 
/ AND I WILL 
EXPLAIN ! 


UJ 
ad 


10 
NG 
f 
= 
fe 
\S 


=f WHAT TRICK ¥ 


De ob IS THIS 7! a 
THE LAND WHICH 

USED TO SEPARATE 

CASTLE GRAYSKULL 


FROM SNAKE MOUNTAIN § 
HAS BEEN ‘ 3 
CHANGED ! e : 

az Dp : 


AND THESE 
TOWERS ?7/? 


= 
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EONS AGO, BEFORE CASTLE 
GRAYSKULL, THERE STOOD 
GRAYSKULL TOWER... A 
SYMBOL OF GOODNESS / 


KS 


SOON, INSIDE BY THERE IS MUCH 
YOU DO NOT KNOW 
\ ABOUT OUR 


9) 

ies 

I< W 

QN 

ae 
Sy nr 


“THERE STOOD ALSO VIPER TOWER, ¥i 
A SYMBOL OF ALL THAT IS EVIL! FF 


v 


P.. INCLUDING 
THE THREE 
TOWERS OF 


“BETWEEN THE TWO, YET ) 
EVER CONNECTED, 
STOOD CENTRAL TOWER. 


VA LS | “THIS WAS THE ULT/MATE POWER ! 

{ | Sal many ® S| THE ANCIENTS WERE AFRAID IT 

" 4 WOULD FALL INTO THE HANDS OF 

i THEIR GREATEST ENEMY-- A/NG AUSS/ 


“CENTRAL TOWER HELD F 
POWER, BOTH GOOD AND 
EVIL, DRAWN FROM THE 
OTHER TWO TOWERS. 
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“THEY BANDED TOGETHER AND CAST 
A GREAT SPELL, SINKING THE 
TOWERS FAR BENEATH THE EARTH, 


NOW KING HISS HAS RETURNED. HE AND 
SKELETOR HAVE TEAMED UP TO RAISE 
THE TOWERS... CHANGING ETERNIA 

FOR ALL TIME ! 


TO HIDE THEM FROM THE VILE 
REPTILE KING / 


S 
SKELETOR / 
SOMEHOW I 
LK KNEW HE'D BE 
_ INVOLVED / 


EVEN NOW, SKELETOR AND 
TUNG LASHOR APPROACH 
THE CENTRAL TOWER! P 


j Ls 3 : 


I DON'T TRUST KING HISS! 
HE AGREED TOO QUICKLY 
ZA TO THIS PLAN. PERHAPS 
ag I'LL LET TUNG LASHOR 
A TAKE THE LEAD, JUST 

IN CASE! 


“LATER, THEY WERE 


ABLE TO BANISH KING 
Hiss AS WELL! ” 


| 
\ 
\. 


an 


* bear.” 


SKELETOR! 
COME BACK! 


THANK You, MY 
HELLLPP! 


FRIEND, FOR 
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7 HURRY, HE-MAN! SKELETOR 
MUST BE STOPPED BEFORE 
HE ABSORBS THE POWER 
FROM THE TOWER ! 


Tey! 1M IN LUCK! 
HERE COMES THAT 


GOObY-GOODY 


I'VE NO TIME 
FOR YOU, 
SNAKE-MAN ! 


185 


AND, JUST TO MAKE 
SURE YOU DON'T 
BUG ANYONE 


WHY DO IL ALWAYS 

GET THE DUMB JOBS? 

HE-MAN PROBABLY 

WON'T EVEN COME 

AROUND THIS DUMB 
OLD TOWER! 


Sy HALT, HE-MAN! 
‘ YOU WON'T PASS 4% 


Me! 


i] SEM! 


MASTER, KING 

HISS, HEARS 
ABOUT THIS, IMA 4% 
COOKED LIZARD! 


I ONLY WISH THOSE 
ACCURSED ANC/ENTS 
WHO BANISHED ME. COULD 
SEE ME WOW / ¢) 


Tea ea 


IT 1S GOOD 

TO RETURN TO 
VIPER TOWER 
AFTER ALL THESE 


Ss! 
z — 


ys a amfyens 

_ SS PAL] | WHEN SKELETOR 
— i | IS DEFEATED, IL 

SHALL RULE ETERNIA 


AND MORE... 


.. FOR HE WHO 
CONTROLS CENTRAL 
TOWER IS SURELY 


THE MASTER oF if °° PI 
THE UNIVERSE !! few SiO 


3 


THERE IS 


HE-MAN RACING \ 


1 ona sy] eee 
THIS MEANS he Hit ee I MUST WARN SW 
SKELETOR |S a SKELETOR. 
INSIDE CENTRAL Siege 2 THOUGH HE AND 
4 I ARE RIVALS, 
IL DISLIKE 
HE-MAN EVEN 
MORE ! 
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INSIDE. CENTRAL TOWER... 


FASCINATING / We |< 
EVERYTHING Isso ‘GIL 
OLD AND YET IT 
LOOKS BRAND NEW 

.. UNUSED! a 


SKELETOR! BE WARNED / 

HE-MAN IS APPROACHING 

CENTRAL TOWER ON THE 
BATTLE TRAM ! 


FEEL \T NOW! THE 
POWER IS ENTERING / — 
My BoDdy! 


JUST BY 
ENTERING THE 
TOWER, I HAVE 

\ BECOME SO 

POWERFUL, 

NOTHING CAN ¢ 
\ stop ME! «¢ 


E 


Bi ENERGIZE 
THIS LASE. 


SS By THE WAY SKELETOR 
en, |S GLOWING, IT LOOKS iid 
; LIKE IT MIGHT BE 
a JOOLATE! if 


<. BEFORE  ~e 
YOU CAN EVEN 


THE SORCERESS \L 
SAID YOU MIGHT 
NEED HELP / 
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YOU CAN DROP 
ME OFF RIGHT 
HERE. THANKS Jat? 


YOU MAY HAVE DESTROYED \ 


THE BLASTER CANNON, 
BUT I HAVE THE 
ULTIMATE POWER! 


S 


S 


1 ~) 
i 


= + S&S WF 
G7 You'RE WRONG, 
SKELETOR... 


AND GOOPNESS... 
Uru 


YOU'VE NOT SEEN Pr. I'LL GATHER 
THE LAST OF ME, Mex yp ALL MY WARRIORS 
HE-MAN! ; FS A 7A_ AND RETURN-- 


* Skeletor vows at the end to gather his warriors and come back for the ultimate power, but he never follows up on that. 


ENOUGH OF 
THEM COULD 
TIP THE SCALE 


SNOUT SPOUT! FLY AT ONCE 

TO PALACE ETERNIA! GATHER 
ALL THE HEROIC WARRIORS You 
CAN FIND AND BRING 
THEM HERE / 


P THESE MYSTIC MACHINES 
GATHER Goop AND EVIL 
¥ POWER, THEN CHANNEL 
\ THAT POWER TO WHOEVER |} AND EV/L 
WOULD RULE 


ENTERS THE TOWER. 
‘ IN ETERNIA! | 
7 \F SKELETOR . 


RETURNS WITH MORE 
WARRIORS, EACH OF 
THEM Mrs GAIN 


THE SORCERESS WAS SP. 
RIGHT! THESE TOWERS » 
HAVE CHANGED ETERNIA 


FOREVER ! 


WE MUST - 
GUARD AGAINST 
SKELETOR, THE 
SNAKE MEN, AND 4 
ALL THE EVIL 

WARRIORS / 


THEY HAVE. MADE 
IT THE ULTIMATE 
BATTLEGROUND! 


XS ba Jas AYO WTAE AIT, Yj 
' n/ . Ve ? i -" AP (a mi 3) ah 


— a... 
INCE e ~=007- . 
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MIDNIGHT AT 
ETER 


NIA 


AM, AS SOON AS SHE 


wars QUESTIONS WILL BE ANSWERED 
ARRIVES / A 


ENA fe 
> & = 
. 4) 
’ a 
aT I> % 


BUT YOU CAN ONLY 
LEAVE CASTLE 
GRAYSKULL IN 


TN 
RS = 


RS 


* The characters address the fact that the Sorceress is now able to appear in her human form outside of Castle Grayskull. The idea of the Sorceress not 
being able to leave Grayskull in her human form is from the Filmation cartoon show. 


THE SEARCH FOR KELDOR 


WRITER PENCILER INKER LETTERER COLORIST EDITOR 
ISTEVEN GRANT BRUCE W.TIMM : STEVE MITCHELL: STAN SAKAI: CHARLES SIMPSON - LEE NORDLING 


DO YOU REMEMBER YES. HE THOUGHT TO MASTER 
THE STORIES OF MY MAG/C-- UNTIL HIS 
BROTHER, ADAM? EXPERIMENTS WENT WRONG... TONIGHT, 
AND HE WAS LOS7 IN WE. BEGIN THE 
Y KELDOR, BUT DIMENSIONS BEYOND SEARCH! 
HE VAN//SHED ; TIME / 

YEARS AGO. - 


= 


Vp WE Vf 
ON THIS 
NIGHT EACH 
YEAR--_FOR ONE 
HOUR -- 


] |--SO THAT I MAY LOOK |W GU/CKLY / 
INTO THE PAST, 
(1 | AND-- HOPEFULLY-- 
FIND MY 
BROTHER. 


* King Randor’s color scheme is based on toy colors that had yet to be finalized. 


KLAMP CHAMP WILL WE TAMPER WITH DEADLY FORCES 
GUARD ONE. SIDE OF THIS \ HERE. IF ANYTHING HAPPENS TO ME, 
HILL AND SEE. THAT WE. : ADAM, CARRY ON THE QUEST FOR 
ARE NOT D/STURBEP. — 


KELDOR 
YOURSELF ! 


ow * 
NOTHING WILL 


NG! 


THEY Ny 
Must NEVER 
DISCOVER THE 


I'LL STOP THEIR ep 
Bae MEDDLING ONCE AND 
~~ R ALL-- 


-AND 
> CRUSH CURSED 
RANDOR AND 
THE SORCERESS 


IN. THE 
~ BARGAIN ! 


The origin of Clamp Champ (spelled with a K in this comic) becoming Randor’s bodyguard would be told in an issue of the UK’s Masters of the 
Universe Comic Magazine. 


THEY THINK Wad [ZE7 THEM TRY To see YZ] | -- AND BRING THE Most ee 
THROUGH THE. VEIL EVIL BEINGS OF TIME AND Bane 


BETWEEN SPACE TO ETERNIA TO Sop IO 
DIMENSIONS! DO MY BIDDING / tg, 


1 Wes ZF A 
( - 


-- WHEN ALL OF 
ETERNIA IS 
MINE / 


-- AND IN MY 
GLOW, EVEN 
BRAVE MEN 

— TREMBLE / 


ie. 
es 


(——\" | FF 


ELSEWHERE... | THERE. 1S 


F MY PREY! 


I, NINVOR, ~> 
HAVE LEARNED 
THE ART OF 
SILENCE-- F 


I AM SCARE. GLOW--- 
THE GHOST OF 
SKELETOR! | 


HE'S RIGHT / I'M 

EVEN TOO SCARED 
TO CHANGE To 

BR HE-MAN/ 


-- AND HE WILL NOT HEAR 

ME OR MY ARROW UNTIL 

IT 15 FAR TOO LATE. TO SAVE f 
=. = HIMSELF / aff 
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YOU'RE ONE OF YOUR DEVIOUS WAYS Se 
SKELETOR'S EVIL ARE USELESS AGAINST 
WARRIORS, .NO ALAMP CHAMP! MY 
BT SUPER-SENSES NARN 4 
ME OF ANY PANGE, <“Asls 


Si 


> NO?! IT's 
> Not 
POSSIBLE! 


HAVE NO 
DEFENSE-- 


HA! YOU'RE 
TRAPPED 
BY MY 

. POWER ! 


: Ga 
NOW To FINISH he gy 
4 YOU OFF-- ate SOw 
> WHAT 7! hes LOOK OU 
FOOL: 
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I'M NO . AND WHILE THEY'RE 
LONGER UNDER NOT LOOKING... 
SCARE GLOWS < 
FRIGHT LIGHT. 


Wy 
® 


F 
A GRAYSKULL... 


YOU BOYS MUST BE WEW 
AROUND HERE. THEY 
CALL ME HE-MAN 
THE MIGHTIEST 
MAN IN THE 
UNIVERSE! 


—! 


Y NONEED * 
TO ARGUE! 


See. ye 
SENSE \T! : MUST I BE 


We BUNGLERS ? 


ES Ay 


RANDOM AND THE 
BIAENSIONS, p — FZ SAA SORCERESS-- 7 
\ RANDOR ! = 
NO TIME To 
FIND SU/TABLE 
S UNDERLINGS / 


’ —s 
FAKER! My 
ROBOTIC HE-MAN 
PREPARE FOR 
BATTLE / 


LTHINK I Se 
SEE. KELDOR... 
OR IS IT... 


* Faker was released as a toy in 1983 but was off the market soon after. The 1987 toy reissue finally got the character an appearance in the minicomics. 


WHAT I SEE, SKELETOR, |S YOUR FEEBLE 
ATTEMPT TO FOOL ME WITH YOUR FAKER, 
PREPARE TO >. ; 


WEAK FROM i rae SE ANNOT BELEN. 7 
SPELL -CASTING, anit | RANDOR AND MYSELF! 
A. SORCERESS! = at E HAVE 


he een, S| I iit SN 

—\ a T 4 

ATTACK / a aN FOR ME, =f _* 
AN 


MY 
PLEASURE, 
MAN ! 
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THE SORCERESS...\f Jo 
IN DANGER / — 
adi . THOUGH IT 


{ COSTS ME MY 
OWN LIFE-- 


SUCH NOBILITY S/CKENS ME, 
RANDOR! SOON YOUR PURE 
SPIRIT WILL TORTURE ME 
> O MORE ! 


SORRY, SKELETOR. 
YOU'LL JUST HAVE TO 
LIVE WITH IT / 


YOU MAY 
HAVE ME, YOU Yo # 
MUSCLE- BOUND } 3 
. BUFFOOR-- — 
=, 
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I DON'T 
PLAN ‘0, 
SKELETOR ! 


2 
YOU HAVE. ONLY 
DELAYED MY CONQUEST 
OF ETERNIA-- 

a a RETURNNN,. 


THE HOUR IS PAST’ WE WILL EVEN IF IT MEANS J} J | WE'LL LEARN 
LEARN NOTHING MORE OF BRINGING BACK f | KELDOR‘'S 
KELDOR TONIGHT / AKER , SECRETS-- 


EXCEPT THAT M AND MAYBE. 
SKELETOR WILL Z ZB SKELETOR'S-- 
} i ° > 


DO ANYTHING 
To STOP THE 


= - 
SS, <= 
J 


ere H 
Sil =F ) 


wy, 
aN / 


¢ 


WAN 


* Skeletor was intended to have started out as Keldor (learn more in the interview with Steven Grant). 


* He-Man accidentally refers to King Randor as his father, which throws his secret identity as Prince Adam right out the window. He-Man also seems to be 
throwing his voice, as his word balloon is coming from Clamp Champ. Luckily, both King Randor and Clamp Champ don’t seem to be paying attention. 


INTERVIEW WITH STEVEN GRANT MINICOMICS WRITER 


You have an extensive history with DC, Marvel, 
Dark Horse, and IDW comics. Could you discuss 
your background in the comics business? How did 
you get into comics? 


Inadvertent preparation and propinquity. I read com- 
ics from the age of seven on, but I read pretty much 
everything | could get my hands on from the age of 
seven on. As a teenager | harbored notions of maybe 
writing comics. Coming up with ideas and stories 
was just a natural thing—at the time it seemed a log- 
ical outlet. I was a film and TV major in college, with 
a minor in comparative mythology, and by the time I 
graduated, I was moving in other directions. Worked 
as a cameraman for local TV shows, wrote film and 
music criticism. But I’d been involved in comics in 
one way or another all through college. A friend, 
Bruce Ayres, and I had put out a couple of issues of 
a comics fanzine called The Vault of Mindless Fellow- 
ship. It was half material poached from other sources, 
half original, but that’s the way it worked in those 
days; that’s how things got disseminated among 
comics fans. I’d written a couple of comics stories for 
his or that short-lived minor comics company—they 
came and went rapidly—but all that gave me a smid- 
gen of cred. At least I’d done something, no matter 
how laughable. All this was when I was living in Mad- 
ison, Wisconsin. There was a monthly one-day com- 
ics show in Chicago back then, a fairly big deal in 
he Midwest, and Bruce and I used to go down there 
every month because by then he owned a comics 
shop and would take books down to sell. Also going 
o the show was a group of fans from the Indianapo- 
is area called the CPL Gang because they did a fan- 
zine called CPL (Contemporary Pictorial Literature), 
and many of them went on to become big deals 
in comics, like Bob Layton and Roger Stern. John 
Byrne, then still just a fan, did a lot of illustrations for 
hem. I became pretty good friends with them, wrote 
reviews and one or two short comic strips for CPL. 
Roger, whom I was probably friendliest with, got an 
assistant editor job at Marvel Comics and moved to 
ew York City. Being desperate by that point to get 
out of Madison when I could, I started visiting NYC 
just for somewhere to go and would crash on Roger’s 
couch, as was common in those days. No one had 
money—lI certainly didn’t—and when you traveled, 
you traveled cheap. So once in a while, I’d call Roger 
and say I was coming to town, and could I crash on 
his couch? 


205 


In 1978, Jim Shooter got promoted to editor in 
chief at Marvel Comics. He promoted Roger to edi- 
tor, and Roger inherited a number of books that were 
way behind schedule. I didn’t know this, but my girl- 
friend at the time was going to New York over Eas- 
ter in preparation for attending Juilliard; | decided to 
go with and called Roger about his couch. He asked 
when I was getting there. I said Sunday night, and he 
said, “Be ready to write an issue of Marvel Two-in-One 
Monday morning.” That was a bit of a shock, because 
he and I had previously agreed my sensibilities were 
probably all wrong for Marvel Comics. At that point it 
didn’t matter; he really just needed warm bodies to 
fill pages, and | at least had a smidgen of experience. 
So I figured, what the hell, this’ll be a fun, one-off 
fluke. Monday morning I went up to the office with 
him and typed out a story that took a quick revision, 
hen he put it in his “find an artist” pile and gave me 
a voucher to fill out. I now wish I’d put more effort 
into that story. It’s not very good, but at the time I still 
wasn’t thinking of a career. A couple of months later, 
I got art-page Xeroxes to dialogue. I did, sent them 
back with a script voucher, and a couple of weeks 
hat got the check. And though 
... This is a lot more money than I’m making now. 
(And it wasn’t a lot of money.) By then my girlfriend 
was planning to move to New York City, so I moved 
myself there with her (we’d pretty much broken 
up by then, but why waste an opportunity?), and | 
started hanging around Marvel, picking up whatever 
work I could get. I was taking it much more seriously 
by then. 

From there it was pitching, pestering, schmoozing, 
writing, and generally just refusing to take no for an 
answer. Eventually there was a body of work. 


after ... hmmm 


How did you get involved with the Masters of the 
Universe minicomics, specifically? 


In late *84, I moved from New York to Los Angeles. 
By that point I was established in a couple of differ- 
ent places and could write from anywhere, and it was 
time for something new. There was a loose organi- 
zation of comics and animation professionals in the 
Los Angeles area called CAPS that met once a month 
in Burbank, so | started attending that, just to make 
some local connections. Surprisingly, it worked. I met 
a guy there named Lee Nordling, who was a comics 
packager. Very nice guy. He was brokering artists and 
writers for the minicomics Mattel wanted to package 


INTERVIEW WITH STEVEN GRANT 


MINICOMICS WRITER 


HORPAK 
1S NEVER 
HELPLESS !! 


with a toy line called Masters of the Universe. That 
was the first I’d heard of it. Since I was well estab- 
lished as “a Marvel writer” at the time (though both 
I and Marvel would probably call that a misunder- 
standing), | assume that gave me some sort of allure 
when he pitched me to Mattel. I’m guessing; | don’t 
know. At any rate, Lee asked me if I’d take a crack at 
them. At some point (I’m not sure why), he stepped 
aside, and I started dealing with someone at Mattel 
directly, the project manager on the things. I wish I 
could remember his name. Very nice, very bright guy. 


Could you share some memories about working on 
the minicomics? Were you given story premises by 
Mattel, or were you allowed to come up with your 
own tales from scratch? 


Much of it’s something of a blur. I generally wrote 
them very quickly. Mattel wanted nice, straightfor- 
ward stories that small children could understand, 
something like Spidey Super Stories, and I’d writ- 
ten a lot of those. So I found it rather easy. But how 
much Mattel fed me depended on the circumstances. 
There wasn’t any long-range plan to the stories, but 
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he project manager liked the idea of weaving in 
hreads where possible, while Mattel corporate sim- 
ply wanted more toys, and as far as | remember we 
weren't the office that developed the toys. So some- 
imes they’d have fairly elaborate ideas of what they 
wanted, and my job would really be whittling it down 
o something a seven-year-old could comprehend, 
and sometimes it would be, “This villain’s got buzz 
saws for hands that’ll cut through anything; use Ram 


Man in the story too.” I’ve no idea at this point if that 
was a Story, but it’s the sort of thing I was sometimes 
asked to do. 


In an interview with fan website He-Man.org, 
you finally revealed that King Randor’s long-lost 
brother, Keldor, was supposed to have become Skel- 
etor, as implied in your minicomic The Search for 
Keldor. This concept was later realized in the 2002 
Mike Young Productions He-Man and the Masters 
of the Universe cartoon and in the Masters of the 
Universe Classics action figure biographies and 
minicomics. Let’s revisit the idea of Keldor and 
Skeletor being one and the same. Could you talk a 
bit about this dynamic? 


INTERVIEW WITH STEVEN GRANT MINICOMICS WRITER 


Again, this originated with the project manager, 
but it was one of the quickie little things that kept it 
interesting for me. If it had just been, “This toy fights 
this toy,” I’d’ve been bored out of my mind in no 
time. He’d been thinking about an origin for Skeletor, 
and as | recall Mattel didn’t want to give him one, 
but there were fans—how many | couldn’t say—who 
wanted to know the story. So he asked me to do 
something that hinted at it. I’m pretty fuzzy on all 
his now. It wasn’t something I made much note of at 
he time—just another assignment on a series | mis- 
akenly believed was little noted and would quickly 
be forgotten—so I don’t recall how much of it was in 
he series bible. There was one, but it was little more 


han a very rough guideline. It seems to me I was the 
one who came up with the name Keldor, as a corrup- 
ion of Skeletor—if you slur Skeletor and drop the s, it 
sounds like Keldor—but I might be wrong. Am I cor- 
rect in thinking Keldor is Adam’s uncle in my story, 
and his transformation into Skeletor was the tragic 
outcome of a heroic act? That’s how I remember it, 


but, like I said, I’m a bit fuzzy on it. 
What are you doing these days? 


Kicking back following 2 Guns, the Denzel Washing- 
ton/Mark Wahlberg film based on my comics series. 
Writing a lot of comics, including new creator-owned 
projects I’m preparing for Boom! Studios, a couple 
of new Dark Horse books (including a revival of The 
Rook from the old Warren magazines), a crime series 
for Legendary Comics, and a plate load of other 
things. I’ve also been working on film and TV devel- 
opment projects. Very busy, but it’s exhilarating. 


Any advice for aspiring comic book writers? 


Always know how your story will end, for aesthetic 
and practical reasons. On a practical level, if you 
know what point C is, you can always figure out how 
to get there from point A, but if you don’t, you’re 
more likely to end up wandering in the desert. That 
doesn’t mean you can’t change it if you think of 
something better on the way—that’s not unusual— 
but having the goal in sight makes it easier to reach. 
On an aesthetic level, you never really know what 
a story’s about until it ends. That throws everything 
else into new relief, and often changes your percep- 
tion of what you’ve just read. How your story ends is 
the message of your story. 
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Everyone wants to know the Big Secret, the magic 
key that will unlock the door for them. The big secret 
of writing is: write. Just write. A lot more people 
want to be writers than want to write. Whether or 
not you can sell it, whether or not it gets published, 
just write. Keep writing. Put it aside a few weeks 
while you write something else, then look back at it 
as a stranger, try to make out what’s good about it, 
what’s badly or conveniently plotted, what’s deriv- 
ative, and what fits with what you’re trying to say. 
Most aspiring writers don’t concern themselves with 
what they want to say, but what you're truly selling, 
the only thing that’s going to separate you from the 
vast ocean of other aspiring writers trying to break 
in, is your point of view, the message you want to 
get across, that peculiar outlook only you can bring 
to the material. Keep at it, hone yourself and your 
work both. Fixate on working, not on working for 
a particular company or in a particular genre; you 
have to break in where you can break in. But don’t 
take a terrible deal to do it. There are a lot of little 


publishers out there with a lot of terrible deals, and 
they prey on writers and artists who want to break 
in in the worst way. If the only benefit to you from a 
deal is the theoretical exposure that you will almost 
certainly never get, that’s the worst way. You have to 
be a businessman, something a lot of creators shy 
away from, but it’s your career, and that makes you a 
businessman. That doesn’t mean surrender your cre- 
ativity and become a money-grubbing hack; it means 
protect your own interests, because you’re the one 
who knows what they truly are. 

Comics are product orientated, not process orien- 
tated. It doesn’t matter how you put a comic together, 
what format of script you use, etc.—as long as your 
editor and artist are onboard with it, all that matters 
is how good the comic is that comes out of it. The 
end product is the thing to always focus on. 
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WHAT'S THE ACRRY, 
HORDAK ? WE'RE 
NOT GO/NG 
ANYWHERE... 


IN HORDAK'S LAIR 
ON ETHERIA... ye 
—s— t 
RA 


WY 2RAGSTOR! IT's 
m= ABOUT 7ME You 
SHOWED UP/ 


STEVE GRANT BRUCE TIMM 
WRITER ARTIST 


STAN SAKAI CHARLES SIMPSON LEE NORDLING 
LETTERER COLORIST EDITOR 


L FINALLY HAVE 
THE MEANS TO 


OoooOk... L 
DON'T FEEL 
SO GOOD... 


PTHAT'S BECAUSE ~G 
HE CAN DRAIN THE 
LIFEFORCE FROM You! 


* This is the first time Dragstor actually speaks. 


LET HIM GO, I MUST NOW STUDY CURSED 
MOSQUITOR! HE ETERNIA-- AND CHOOSE 
HAS LEARNED THE ars Re TRAP 


Yy 


THE CENTRAL '2/ LONG AGO, I 
TOWER OF @ HELPED BUILD IT-- 
ETERNIA / BEFORE 1 WAS z é ) 
| BANISHED To GA; -- OF GRAYSKULL 
ETHERIA ! fe ) VA > FOREVER! 


a / ‘ 


fy WITHOUT GRAYSKULL‘S ¥/ i HE. AND 
POWER, \ ETERNIA ARE 
: Be DOOMED! 


_ NOTHING 
SY Tea & \ HA HA HA HA! 


* Hordak briefly mentions helping build the Central Tower, which was never elaborated upon. 


e EN | [LOOKING FOR ME, 
IS ENOUGH %] | SORCERESS? 
To stop iT! )| @ : 


-( ON ETERNIA {5 
. LW IONIGHT! 22 


FOR ABSOLUTE POWER, 1. WwOUEP 
DARE ANYTHING! EVEN A 
GUARDIAN OF ETERNIA LIKE You 

CAN'T STOP ME! 4 


\T WORKED, HORDAK! Jes WE ONLY NEED A L/TTLE OF 

SHE'S OUT LIKE A YN HER LIFEFORCE, MOSQUITOR! 
LIGHT! _ ~— piel 

OF COURSE IT 

WORKE! 


PLANNED it 
DIDN'T L? 
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LWILL MOLD IT INTO 

A CREATURE WHO 
WILL DO MY 

BIDDING / 


l THERE! NV NO ONE WILL KNOW “ 
THAT'S MY CREATION 
4», INSTEAD OF THE REAL 


SORCERESS!/ 


SOON... VERY 
SOON... ETERNIA 
WILL BE MINE! | 


YOU MUST PRACTICE 
YOUR WARRIOR'S 
SKILLS, ADAM. 


{NEED YOUR HELP! | 


= 


WHA--? THE “7 
SORCERESS 7, 


YOU ARE NEEDED 
IMMED/ATELY / 
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SOMETHING'S 
WRONG! THE 


SHOULD HAVE 
CALLED ME, NOT 
HIM! 


MEANWHILE... 
AN INCONVENIENCE 
y TO MIENC. 
YOU, MY PEAR, BUT WE LING RIGHTFUL K/NG 


- re aaa 
MY . // Af, 4 
44 Aff Dey, 
1 | /, 


ONLY THE 


OF ETERNIA 


CAN'T HAVE YOu y F m MAY PASS THE 


Me WARNING HE-MANW! 


TOWER'S 
|, GUARDIAN 
UNHARMED / 


WILL NEVER \ ~*~ 

THINK YOUR kS  < AND HERE. HE 
CREATURE Is F ; COMES NOW! 
- ME! at PS HA HA HA HA HA! J 
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FIEND/ SEY “N47 BNE : ase 
THE SORCERESS } y = ; 
1 : <2 + E bs 


AFTER ALL, I No: 
WOULDN'T WANT )s22= 
& TO HURT You--_/ = 


-- NOT BEFORE 
YOUR USEFULNESS 
IS ENDED! 


\F IT ISN'T DRAGSTOR! } 
WHO'S YOUR NEW 
» FRIEND ? 


MAY WHAT YOu'RE 
-= BA HERE FOR / 
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VV OOOS 1] rae 
gentle ules “ | zy 


ARE USELESS AGAINST 


/ --MpyBE 


| IL WASN'T | Zl 
AIMING AT 
You! 


UM FREE 


— wl 
MY THANKS, J ~~ YOUR LIFE- 
AN! FORC 


HE-MAN: 


u 
THERE IS NOTHING 
LEFT OF YOU! 


HE'S RIGHT-- 
WEAKENING 
ae 


ALREADY 
FADING OUT! 
GOT To-- 
CONCENTRATE-- 
GATHER WHAT 
STRENGTH-- 1 
HAVE-- LEFT-- 
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Fay 
SY 1T2ZZZ NOT 
A POZZ22Z/BLE 
NO, HE'S UNCONSCIOUS -- 
BUT HE'S ALL RIGHT! 


wy =z 


\ HE-MAN! GOSH, IT'S NICE 
WHY NoT | cee TO SEE YOU AGAIN! ISN'T 
MAKE. IT EASY ON taaeathta IT A BEAUTIFUL DAY ? 
YOURSELF AND JUST = 
SURRENDER 
Now? 


4 


tol £ : 


When Hordak is affected by the power of the Central Tower, he temporarily becomes good. Even his chest symbol has a happy face! 


AARRGGH! I MUST 
_GET OUT OF HERE! 


THE. TOWER'S SQ 
ENERGIES ARE 
TURNING ME & 
HORRIFY INGLY-- 

») sSICKENINGL Y-—ae 


I NEVER THOUGHT I'D SEE 
THE DAY WHEN HORDAK 
pm WAS HELPLESS ! 


SOMEWHERE IN THIS TOWER 
\S THE SECRET OF 7/ME 
TRAVEL / 1. WANTED TO GO 
BACK IN TIME AND MAKE 
MYSELF ETERNIA'S 
DICTATOR-- 


--BUT THE TOWER'S 
|) DEFENSES ARE 700 
\ MUCH FOR ME ! 


VY BEWARE, }E-MAN! L/ ANY 
HE. IS STILL A % 


DANGEROUS FOE! 
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HORPAK 
1S NEVER 
HELPLESS !! 


ETERNIA TOWER-- AND ) 
THE TOWER CHANGED & 
HIM, HE-MAN ! 
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-- BEFORE 
IT POES 
SOME REAL 


’ BUT BEWARE, WW 
HEROES! WHEN ) 
b RETURN-- 


S0 BE V HURRICANE 
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LIVE 


THE MOST HORRIBLE 
HORDAK OF ALL ! 
HA HA HAHA HA! 24 


BUT HE TOLD US ABOUT TIME TRAVEL-- 
AND HOW TO ENTER THE TOWER / 


. THE HEROIC WARRIORS 
a ‘ili ihe READY! 


Y 7 ea _ Wh = ae A _— 


a] FREE N. (OF 


= iiss 
seem 
an F 
i 
0007-9130 
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THE EVIL POWER OF THIS TOWER. COMBINED 
WITH MY MYSTIC SKILLS, WILL BRING 

| = FORTH MORE OF MY SERPENT 

; WARRIORS / 


AT LAST!’ 


* In this story, Sssqueeze is called by his concept name, “Tanglor.” 


GRATEFUL, 
MY KING / 


aS 


Lf 


~_ 


BLAST -ATTAK ISA 
WALKING, TALKING 
ROBOTIC 7/ME _ 
>> BOMB! <&£é 


YOU FOUR 
WILL TAKE HIM 
WITH YOU_AND 
KIDNAP QUEEN 
~ MARLENA! 

Pp WITH 
HER HOSTAGE, 


<“@ 

RATTLOR, HAVE 

YOU SET THE TIME 

FOR BLAST-ATTAK 
TO EXPLODE ? 


“TIC... TIC..." 


EXPLODE?! 


BRING IN MY LATEST WHY 
CREATION! BRING IN... 


DO L HAVE TO 

parka ae 

TTAK! WALKI 
rn : <i 


am nl a 
> —= 
SHHSS! DON'T LET 
THE KING HEAR You ! 


HMMM... YOU TWO 
WILL COMPLETE THis 
MISSION AFTER 
BLAST- ATTAK 
PULLS HIMSELF 
TOGETHER !__ 


* Blast-Attak was released as an Evil Warrior in the toy line and didn’t have a Snake Men logo on his packaging. But due to his release around the same 
time as Sssqueeze and Snake Face, he may have been added to this minicomic story for promotional purposes, thus confusing fans as to his allegiance. 


I HAVE BEEN STUDYING ITS ART 
TREASURES AND ITS SECRETS OF 
GOOP MAGICAL POWER. 


; RATHER BE 
dh RIDING A JET SLED! 


BUT, I DION'T WANT 
MOTHER TO COME 

HERE ALONE / IT's 
TOO CLOSE ees 


TOWER?! 4 
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I... I CAN'T 


ONE QUICK LOOK 
AT MY HIDEOUS 
FACE... 


TURN AWAY, TANGLOR, 
OR YOU, TOO, WI 
TURN TO STONE ! 
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To TURN HER BACK 
» INTO FLESH. 


— 


* The Sorceress transforms herself to look like Queen Marlena. Aside from her regular transformation into Zoar the falcon, this is the only time in the 
minicomics that she disguises herself as another character. 


AND SPEAKING OF 

-MAN, BACK AT 
GRAYSKULL 
TOWER 


THIS IS SUCH A PRETTY 


MY SWORDS ITS 

MAGIC HAS TRANS— 

FORMED ME BACK TO § 
FLES 


Y= C4 
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ESCORT THE QUEEN 
HOME! I MUST GET 
ee STATUE 
BAcK! 


» po) _ 
ay /\ ir ae ONLY 
OY aM alae 


TRAM 
IS THE FASTEST 
WAY TO GET TO 
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WHEW! THE STENCH IN 
HERE IS AWFUL! 
SOUNDS LIKE THEY'RE 
HAVING A PARTY AND 
I WASN'T INVITED / 
Wr ~ a, 


Za { Pow DI 
YOU GET 
IN HERE ? 4 


THAT'S A W YOU FOOLS HAVE 
RELIEF! ) | BEEN TRICKED! 


Prt | 
by. 
¥ 

. 


THE STUNNED = | Woy 
SNAKE MEN CAN | 
ONLY WATCH AS... || 


i oe I 
| HE-MAN MOVES 
| SWIFTLY BEHIND 
|| THE KING AND... 
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CAN STILL 
GET HE-MAN! 
THEY MIGHT \- 


REGRET THEIR 
EVIL WaAyS / 


* oe 
4 a 

“ i * 
5 . 

q * 
mpi rat 
vet 
* 
mn 
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EY SHOULD 
I'LL RETURN BE SAFE! 

LATER AND FREE : 

THEM. 


we 


A 
SPELL AND POSED 
\ AS THE QUEEN! 


SOMETIMES 
THINGS AND 
PEOPLE 
AREN'T. WHAT 
THEY SEEM ! 


* He-Man’s pose in the last panel, with his hand resting on the belt, is modeled after the Filmation model-sheet pose for Prince Adam. 
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EVERY DAY, 
THE SAME 
ROUTINE ! 


a 

SKELETOR y 
BEGINS THE . 7 SUST LOVE ‘G 
DAY'S SPYING . My fi) SSSNOOPING 
SESSION ! r) xc ™ ON PEOPLE! 


I SAVED HIS LIFE 
BY USING MY NEW ) 


na yeaa A GYRO MACHINE / 
_.. AND WHAT “7? 
THE EVIL FIE 
SEE ? 


THE WOUNDED ¥ 
SOLDIER YOU 
BROUGHT ME 
EARLIER, 
E-MAN ? 
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= 


+ 
WARRIORS, MAN-AT-ARMS 
USED IT TO GIVE ME 

NEW LIFE ! 


WRITER ARTIST LETTERER COLORIST EDITOR 
PHIL WHITE - CHRIS CARLSON - STAN SAKAI: CHARLES SIMPSON : LEE NORDLING 


Sey EXCELLENT! WE 
7 NEED AN ARMY 
OF SOLDIERS TO 

\ BATTLE AGAINST 


be 
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BUT SOME DAY I'LL 


AND AS NIGHT FALLS — ae = 

OUTSIDE MAN-AT-ARMS' — 7 | GET THE CHANCE TO 

WORKSHOP... f = ge PROVE THAT I'M A 
a1 G | | GREAT WARRIOR! 


Uy 


I SHOULON'T 
COMPLAIN THAT 
MY FIRST SOB AS 
A HEROIC WARRIOR 
\S TO GUARD THIS 
GYRO MACHINE . 


SHOULD I { MAYBE I CAN 
|) | SUMMON THE \ HANDLE THIS 
| | OTHERS? » MYSELF / 
te . Tt por <a 


wow. 
THEN AGAIN, 
‘ f@ THERE'S NO TIME 
BA LIKE THE PRESENT! 
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a ILL TURN YOU 
4 INTO A ROCK, YOU } 
MY 07 (FRY \ WHIRLY-TWIRP! 7 


DE HE'S 

Y; NAL/ SPINNING TOO 

y, al FAST TO SEE 

<Vf ‘s YOU, YOU UGLY 
VA ‘ar; SNAK 


YOU ARE ALL UNDER ARREST! VY 
DON'T ANYBODY MOVE OR I'LL 
SMASH THIS POWER STAFF 

TO SMITHEREENS / 
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NY Mow I WILL 

SUMMON THE 

C/ HEROIC WARRIORS 

TO SHOW OFF 

ws v. MY... 

: Soh i= 

S| GF orl 
ve aio, 


ASS 


“PRIZE"? THAT YOu 
ARE... SHORTY / 
~ HA! HA! HA! HA! 


——_ Mieuial 
aoa ALL RIGHT, SNAKE \\ WW Hy 
FACE, TURN HIM ANY 
TO STONE ! ASIN . 


m EX or ' A 
o3 1 es : & | , | ING, Ts oO: “YW 


LN 4] BEFORE ROTAR CAN 

ZAl J REACT, SNAKE FACE'S 

fl Z VILE GLARE FREEZES 
4 HIM ON THE SPOT! 


LATER, SOMEWHERE INSIDE SNAKE MOUNTAIN, 
AN EVIL GATHERING GROWS RESTLESS. 


rs We 
> — 
\ : 
= fe 
Key 
ye 


a a 


TWISTOID! HE IS SUST 
THE FIRST OF AN ARMY 
I SHALL BUILD USING 
MAN-AT-ARMS' POWERFUL 


\\\\, 


ADP, a R 
AND UNLIKE 
YOU, ROTAR, A ROBOT \& 
CAN'T BE HURT! * 


I SHOULD HAVE a 
SURRENDER! | 
| SSS SURRENDER! & 


SURRENDER! LOOK! ROTAR'S Vee} | COULD YOU GIVE 
SURRENDER! RUNNING AWAY / ME. A HAND WITH 
oi SHA! HA! HA! od | SOMETHING 2? 


Nie 


p ib Tae | \ a wn )\ fe 
l'VE GOT “hg : Wea AS SEA, 
AN IDeA! Wy. PA) 7S 


YOU REALLY GET 
CAUGHT UP IN YOUR 


MALFUNCTION! 
MALFUNCTION ! 


see ALAS Aa /f 
HE CHEATED! ONLY 


EVIL WARRIORS ARE }~ 
ALLOWED TO oe 
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HE-MAN TO may 
THE. RESCUE! Te INVENTION... 


5 
oe NA 


F YOU'RE GETTING 4 
PRETTY SLOPPY, 


<-/ SKELETOR! L 
FOLLOWED YOUR TRAIL 
a FROM MAN-AT- ARMS’ 
SLAB RIGHT TO YOU‘ 


I'M GLAD 
THAT NEW 
INVENTION |S 
ON OUR SIDE! 


* He-Man is seen driving the Gyrattacker, which was advertised in a Mattel toy catalog as an upcoming toy but never produced. 


> / SORRY, SKELETOR, \Y ull 
BUT I CAN'T LET YOU 
KEEP THE 6YRO dy 
ae MACHINE ! 1) ape 
<7; 


~ BLAST You, h— = 
HE-MAN! HOW DARE 
exe | ( PERHAPS IF YOU HAD AS 
— NICELY, YOU COULD << 
BORROWED IT 


a -.; GO, 
# eS 


PN 
SAK 


ware EX |S | 
asl NC 
Yr =X = —— eT. 
yy 4 SS mt i=pas'm ‘ 
seh ‘s — ob as 4 ~ 
— 


aa RN 


SURRENDER! B 
SURRENDER! 


3 —7 
— 
2 
ti 
: 


OF THE 
UNIVERSE / 


a 
2 
<x 
z 
bs 4 
= 
= 


THE MASTERS 


E 
f ) 
/ 


I'VE LEARN 
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t ae 
eT Ih. 


> 


© Mattel, Inc. 1987. Hawthorne, CA 90250 U.S.A. PRINTED IN U.S.A. All Rights Reserved. ® and TM 
designate U.S. trademarks of Mattel, Inc. 0007-9180 


SORCERESS, DO ZG 


You KNOW WHAT'S 
CAUSING THESE 
STRANGE PURPLE 


-- BY A DEATHLESS 
TERROR FROM BEYOND 
THE STARs-- 


THE EVIL CLOUD! 


THE EVILCLOUD < \ 


AND | BRING YOU 


YES! IT MAY BE 
BEYOND EVEN OUR 
POWER To STop IT / 
BUT---» THERE 1S ONE BEIN 
WHO COULD HELP US i 
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HAH! THERE'S 
: NOTHING | WOULDN’T 
“Sq DO FOR THE CHANCE TO 
SPEAK , AND RID MYSELF OF THAT 
MUSCLE -BOUND 


HA-HAAA ! YOUR EVIL 1S 
WORTHY OF MY OWN ! 


YOU, MASTERSKELETOR! 
SEARCH YOUR MIND) STERSK 
ISKELETOR ! THINK! - mes ay 
OFALL THINGS EVIL, : 
G/ 


PATIENCE SKELETOR! 
VILTHINGS TAKE TIME 


pred 7 ps 
 aiN | 


THANK YOU 2 

| WILL DESTROY ~ 
You--- 

AS SOON AS | 
DISPOSE OF 
HE-MAN ! 


* Blade’s look is based on his concept art. 


MEAN WHILE::* 


THEN STRIKE THE 
POOL WITH YOUR 
SWORD --AND OPEN 
THE DOORS OF 
TIME & SPACE -- 


--AND MEET [ 
HIM You rte 
yt 


THERE! | CAN 
‘ X SEE SOMETHING 
: ‘y, 1 ) FORMING \N THE JM 
GWILDOR ! I‘VE ay, ' 
AUNAYS WANTED 
TO MEET HIM ! 


Za 


BY THE 
Evicc.oub! 


V7 
"lr y WHOA! WHY DIDN'T 
YOU SAYSO2. < 
Ay WF) \ WE MUST USE MY 
COSMIC KEY TO SEND 
IT TO THE OTHER END 
OF THE UNIVERSE ! 


YOU WERE EXPECTING 
SOME OVERGROWN SPONGE ? 
| HOPE YOU HAVE AGOOD 
| EXCUSE FOR WRECKING 
GB) MY VACATION ! 


bE 
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MUSCLE BRAIN 


~ 


A= 


TT WOULD APPEAR SO-- 
UNLESS | CAN USE TH 
POWER OF HIS 

WORD / 


WATCH AS 
THE COSMIC KEY 
BANISHES THE EVIL 


THE BLACK HOLE 
FROM WHICH IT 
CAME! 


HAHAHAAA ! YO 
ARE FINISHED 
HE-MAN ! 


H TRUE.BUT AS LONG 
AS THE HEROIC 
WARRIORS AND 1 AI 
AROUND, ETERNIA 


This minicomic is the shortest of all the issues, with only six pages of story. 


The back-cover art featuring a metallic skull was planned to be printed on the card backs behind the figures in the Powers of Grayskull toy line. The 
Powers of Grayskull line did not happen; the space-themed He-Man line was produced instead. 


* The cover art pays homage to a Frank Frazetta painting. 


IT'S A WARM 
SUMMER 
EVENING IN 
ETERNIA. 


AN EVENING 


aopes CAME THE ~\ 
NAKE MEN! THEN 

CAME THE THREE 
TOWERS! 


THESE 
FABLES HAVE 
COME. TRUE AND 
THEY THREATEN 


MOST LEGENDS IT IS TIME YOU 
ARE BASED ON LEARNED THE. TRUTH! 
TRUTH, 
HE-MAN! IVE NEVER 
BEEN IN THIS 
PART OF 
THE TOWER 
BEFORE / 


WHAT WAS 
ONCE MYTH 
AND_ LEGEND 


IS NOW 
COMING TRUE ! A 
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THIS IS A GATEWAY, = SW 
FORMED BY THE POWER } 
OF THE COSMIC KEY... _ 


WE'RE GOING BACK IN 
TIME... BACK TO ETERNIA 
EONS BEFORE YOU WERE 

BORN ! 


"A WORLD YOU 
THOUGHT WAS ONLY 
MYTH. 


DIFFERENT / 


THE THREE TOWERS! 
JUST AS IN MY 
TIME. ! 
Naw A 


= 
a) 
‘Ga 


ys JING 
a ee 


WHAT'S IN 
T 


THA 
DIRECTION ? 4@ 
] 4 Ci 


THAT VILLAGE IS THE VILLAGERS 
H ARE BEING 


ERE PALACE 
ETERNIA WILL STAND ATTACKED! 
ONE. DAY. 


BUT WHO... ? 
Ae 


IT'S NONE. OTHER THAN 
KING HISS AND HIS SNAKE 
MEN LEADING THE ATTACK ! 


...NOT YOUR BATTLE ! 
YOUR INTERVENTION 
COULD UPSET HISTORY. 
IT MIGHT CHANGE 
THE FUTURE ! 


I MUST HELP THOSE 
VILLAGERS ! 
HOLD, 


HE-MAN, THIS 
\S NOT YOUR 
TIME... 


ONLY UNDER 
SPECIAL CONDITIONS 
COULD YOU GET 

INVOLVED ! 


AND, EVEN NOW, 
THE SNAKE MEN 


WITH NO ONE GUARDING 
CENTRAL TOWER, IT WAS 
EASY ty ME To GET 


A 
WONDERFUL 
GATEWAY TO Fagg 
THE PAST! 

A GATEWAY WHICH 

MAY PROVIDE. ME WITH 
POWERFUL WEAPONS 
AND KNOWLEDGE ! 


x 
\a 


FIGURE GLOATS... 
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FIRST I'LL 
LOOK UP MY 


OLD FRIEND, 
KING Hiss: yan 


OUR FORCES ARE REST owes 
AND _ THE VILLAGERS WON 


EXPECT one ATTACK K 4 
SO SOON.. 


Kobra Khan is seen among the Snake Men in Preternia, even though previously, in the minicomic King of the Snake Men, it was revealed he is a 
descendant of the Snake Men. 


Uj 
Yy, lll iinnX 


PERHAPS THIS ts WE RIDE AGAINST 
IS AN EMISSARY THE VILLAGE AT 
M THE ONCE / 


FRO 
UNNAMED THEN, ~ 
ONE Ue NE L YOU MAY RIDE. 
SERVE Gy. PTEROOACTYL 
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I, MYSELF, 

SHALL R RIDE. 

i= a \ TYRANTASAURUS) 
REX 


CY 


BUT FIRST, I MUST CAST A SPELL Yd | VY FOR REASONS THAT 
OF DISGUISE ON YOU ! f WILL BE MADE 
—— ll \ CLEAR TO YOU IN 
Tal BN NY) DS THE FUTURE ! 


AND TO CARRY 
YOU TO BATTLE... 


ei7, 


YBIONATOPS ! ¥ 


I CONJURE A HEROIC 
UP... A. BEAST! “27% 


THEN LET'S RIDE, THE BATTLE IS NOT GOING WELL FOR 


BIONATOPS. THE VILLAGERS... 
FOR... 


WHY DON'T THE 
ELDERS COME 
OUT AND FIGHT ? 


y A 


oY BEWpRE, 
EVIL ONE! 
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LET'S SEE HOW YOU SNAKES LIKE 
THESE POWER RAYS / 


Vp 


ANOTHER STRANGER? NN (ASE UNLEASH THE THE MECHA-DRONE SPINS 
ONE WHO TRIES MECHA-DRONE / WILDLY BEFORE STRIKING 


TO DEFEND THE ITS TARGET / 
VILLAGE ! ¥ 


SEE HOW YOu 
FARE AGAINST 
TYRANTASAURUS 
REX'S SECRET 


AT LEAST 
I STILL HAVE 
MY SWORD! 


THIS SWORD 
LOOKS FAMILIAR... 
SUST LIKE THE 

ONE HE-MAN...? 


AS THE SNAKE MEN CLOSE IN, 
HE-MAN_ \S UNAWARE OF A 
MYSTERIOUS FIGURE BEHIND HIM! 


IVE GOT A 
BAD FEELING 
ABOUT THIS ! 
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... WHEREVER 
THEY MAY BE / 


THE VILLAGE 
IS SAVED ! 


<1) 


6 


. 
a 


E, GS 
| THE. NEXT 
P|] AMAZING 
| | ISSUE OF... 


& POWERS OF 
GRAYSKULL 
THE —— 


A 
Ss LEGEND 


N ee ALL! ‘ INUES {" 


{ 

§, 

n 
® 
= 
B 
° 


* He-Ro’s staff is based on early concept artwork. 
* He-Ro was to be the main protagonist in a new spinoff line, the Powers of Grayskull. He is also the ancestor of He-Man and She-Ra. 


MAY 
LIE WITHIN... 


ial 
bh. Cat \y 
Not to be outdone by her sibling’s action gure 
line, She-Ra had her own set of minicomics 


included with the 1985 Princess of Power toys. 


While fewer in number, the Princess of Power 
minicomics had a similar story and illustration 


style to the Masters of the Universe releases. 


One notable difference is the lettering method 
in a number of the She-Ra minicomics, which 


nn’ 


use mostly narrative boxes instead of word 
balloons. One of these minicomics, Fantastic 
Fashions, is unique in that it’s a cross between 
a comic and a catalog. Each page features a 
biography of a design, which provides import- 
ant information within the narrative. All twelve 
of these minicomics are here in this section, 
where you can reexperience the magic. 5 
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lilustrations: © Mattel, Inc. 1984 Hawthorne, CA 90250. 
PRINTED IN HONG KONG. All Rights Reserved. 


* There are at least three different versions of this minicomic. On one cover, She-Ra has no speech balloon. A second cover has a white speech balloon 
with the words “I am She-Ra!” And in a third version of the cover, the speech balloon is yellow. 


Sry fis 


SUFFER, ALL 
ETERNIA! I, HORDAK— 
RUTHLESS LEADER OF 
THE EVIL HORDE, HAVE 
COME TO CLAIM My 
PRIZE! YOUR MOST 
PRECIOUS TREASUREZ 
THE PRINCESS... 


0 
MY if 


"4 Aus. 
HLL 
thy 
‘ 
’ 


N F 
: itty 
“oun 


had 
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a 


HA! HA! HA! 


\\ a ‘ X 
- fy 
| 2 Ly Py; Ope 


= 7 THE. WAY INTO HIS 
EVIL WORLD |S 


WE HAVE LOST 
THE LITTLE ONE... 
PERHAPS FOREVER! 
ONLY THE y 
SWORD CAN PROTECT¥ 
HER NOW! 


(But wait! WHAT IS THIS? \ \| 
/ } THE GLEAMING SWORD... 4. 
IT BECKONS ME TO FOLLOW! Juke \ 
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THIS DOOR OF MYSTERY...CLOSED | gl 
FOR OH SO MANY YEARS, ITS by 
SECRET UNREVEALED! 


7% 


7 
Ae 


a, 


i 


NOW, THE SIGN 
OF THE SWORD 
RETURNS AND 
MAGICALLY (T 
OPENS! 


NEE 


\ 


COULD IT BE? A 
AFTER $0 LONG?! Be 


A SUMMONING HE-MAN, THE es 
SORCERESS TELLS THE HULKING 
HERO OF HER ASTONISHING VISION! 11 


AN 


S 
S 


ii 


* This marks the only POP minicomic appearances of He-Man, Man-At-Arms, Castle Grayskull, Hordak, and the Sorceress, as well as the only mention 


of the Evil Horde and Eternia. 


LONG AGO, A CHILD MOST BELOVED WAS 

SPIRITED AWAY FROM ETERNIA BY FORCES SO 

EVIL, NO ONE DARED DREAM OF HER RETURN/ 

BUT SHE IS ALIVE! THIS VERY DAY, A SIGN CAME 
TO ME... AND THE DOOR OPENED! 


HE-MAN, GO QUICKLY! ¥f 
YOU MUST FIND HER LAR 


BUT HOW WILL 
I FIND HER? 

AND HOW WILL 
L KNOW HER? 


T CAN TELL YOU 
NO MORE! LET S NO LONGER 
THE SWORD OF . A CHILD! 
POWER BE 
YOUR GUIDE! 


NOW, BE 

OFF... TIME 
IS OF THE | 
ESSENCE. 


The first part of the story is based on the animated film He-Man and She-Ra: The Secret of the Sword. But once He-Man enters the portal, the story shifts 
away from the Hordak and Evil Horde plot. Only at the end of the story does it return to the Secret of the Sword plot, when the Sorceress tells She-Ra 
about her origins. 


t 


DARK FOREST OF ETHER/IA 
> a SRE: TG iffl! 
‘ ip 
Yi |} 


3! 


MEANWHILE, IN THE 


CATRA AND HER GHASTLY 
GHOULS ARE ON OUR 
VERY HEELS! 


7 H/SSSS/ AFTER ™\ 

THEM, MY GRUESOME 
GOBLINS! FROM 
CATRA'S CLUTCHES, 
THERE MUST BE 

NO ESCAPE! ‘hh 


‘4 
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FASTER, 
K NOBLE. SPIRIT! 


HM |) 
/ 
\\ 


STEADY, MY SWIFT STEED! 


Ut, od 


YO 


SAFE, ARE YOU, PRETTY ‘itt MARK MY WORDS, AND WHEN I DO, 
PRINCESS? HISSS... j I SHALL RETURN! I'LL USE THE POWER 
NOT FOR LONG! tH " OF MY ENIL SHIELD To 
CAST YOU FROM __ 
“YOUR HAPPY HOME: 


THE CRYSTAL CASTLE AND CONTROL 
OF ALL ETHERIA SHALL BE MINE! AND 
THERE'S NOTHING YOU OR YOUR 


Bf 
Me WZ 


7 i. 


te 


IT'S ALL RIGHT, SPIRIT! \~ OH, ADORA, 
YOU'RE SAFE! THAT HAT IF SHE REALLY , WE'RE IN TERRIBLE 
CONNIVING CATRA 

AND HER CREEPY 

COHORTS ARE. GONE! 
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KEEPING HER FEARS A SECRET, 
ADORA COMFORTS THE 
FRIGHTENED FILLY / 


MY IPROTECT US FROM THAT 
/4 |FOUL FELINE’S FRIGHTFUL 
) |FORCES! YOU MUSTN'T WORRY! 


THIS SHIELD HAS BEEN Ou! 
SAVING GRACE, BUT CAN IT 
MATCH CATRA'S DARK MAGIC! > 


«AND THE POWER OF HER 
EVIL SHIELD AS WELLS IF 


y at 
SS 


FOLLOW ME... 
BAND WATCH 


ws SHE'S BACK! WHAT 
EVER WILL WE DO? 


I DON'T KN 
BUT WE'D BEST GET 
OUT OF HERE! WE'LL 

TAKE THE SHIELD 

WITH US! UG 


BEYOND THESE WALLS 
LIES ALL THE POWER LT 
HAVE EVER PREAMED OF! 


MINE NOW 
FOR THE 
TAKING / ; 
PURRRRR: 


yl = 
Wag 


fll "y, ; 


f 


}; Y Y, 
YY, “Yj 
HY 
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IF THERE BE A GREATER GOOD IN ALL y 
ETHERIA, PLEASE SHOW US YOUR POWER... 


OF GRAYSKULL... 
I AM SHE-RA! 


TIME TO PUT AN 
END TO YOUR 
BLACK MAGIC, 
eS CATRA ! 


BEHOLD THE 
BEAUTY THAT 
ABOUNDS AND 
BLOSSOM, EVEN 
FROM THE HEARTS /,z 
OF YOUR DARK fy, 
MINIONS! / 


iy 


THE WRETCHED CREATURES ARE, FREE AT 
LAST FROM YOUR DARK SPELL... AND ARE 
NOW BEAUT/FUL ANIMALS ONCE AGAIN: 


This minicomic story completely ignores the cartoon’s plot about the Sword of Protection. Instead, Adora already owns it and transforms without the 


Sorceress’s involvement. 


YOUR SIMPLE. FOLLY \ 


IS MERE CHILD'S PLAY- NO 
MIGHTIER FOE! 


MATCH AGAINST A FAR, 


FOOLS! 


y 


(aun 


. 


\ 


GOODERS FAST 


-FECT 
HT TO 


HOLD THE LITTLE. 


PURRRRR 
THAT OUG 
DO 


Nip 
\ \\ 


” 
§ 
mi 
N 


S 


A 
~ 


hae hele 
tes, 


ANENUNTRRO 


a aa 


\\ Vy 


TA aA 


OS 


we N 
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QUITE MAGICALLY, THE SKY ABOVE 
ETHERIA OPENS AND A MYSTERIOUS 
STRANGER BURSTS FORTH, ABLAZE 
IN RAINBOW COLORS! HE-MAN HAS 
REACHED HIS DESTINATION! 


/ in 
/ yy af 

/ y 

wv , 0, 
4) 
Vf 
id, 
y 


ME RETRIEVE YOUR 
SHIELD FOR You! 


HISSSS! BAKBAR CHARGE, SWIFT WIND! \t's TIME 
OAF! GET OUT THESE EVIL-DOERS ARE UNDONE! 
My Way! 
y 
ADORA AND 
HER STEED ARE SET 
FREE! MY PLANS 
ARE RUINED! 


Ss 


¥ 100K To, 
YOUR Lives! ¥ 
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4 Z 
$ y) —_ 
/ 
2 fat 


—————— 


/) THE GLIMMER OF GOOD— 
(IT ARCS IN TRIUMPH! NOOCO—) 
Y IT CAN NOT BE! 4 


Es Terese 
ef | Ps 


HER SWORD... COULD IT 
BE SHE 1S 
THE VERY 
ONE I WAS 
SENT HERE 
TO FIND! 


A ALLY WHO ARE YOU AND 
WHY ARE YOU HERE ? 


I COME FROM FAR ETERNIA 
IN SEARCH OF SOMEONE 
LOST LONG AGO! 


BUT YOU MUST 
AGREE, OUR 
MEETING 1S 
MOST 
STRANGE! 


LOOK! THE SORCERESS! 
SHE'S IN YOUR 
SHIELD! 


The Sorceress communicates with She-Ra through the shield rather than the stone in the Sword of Protection, as in the cartoon. 


PRECIOUS MOMENT! 
THIS GLAD 
REUNION BRINGS J 
ME. GREAT 
Joy! 


7X L085! IT WAS A 
“BY FATEFUL DAY 


LONG L HAVE 
AWAITED THIS MOST \ 
!, 


THE EVIL HORDE 
SWEPT DOWN UPON 
ETERNIA AND STOLE 
AWAY WITH ONE. SO 

SMALL, WE. ONLY 

HOPED HER SUFFERING 

WOULD NEVER 


} Oe tt KNOW } Ui fl WN ALM A, f 
& you Not! IVY 


THE MORAL BE. TOLD— 
THE POWER OF GOOD 
WILL ALWAYS 


HE-MAN, MEET 
YOUR SISTER-—SHE-RA! 


* She-Ra uses her shield to open a dimensional gateway to bring the Sorceress to Etheria in her human form—something that didn’t happen in any 
other media relating to Etheria. 


; WL \/ 


Ww) fv 


Wass 
Sak 


pS 


Bs 
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ERIA KNOWS NO GREATER SPLENDOR THAN THE DAY SPRING FIRST 
BURSTS FORTH ACROSS THE LAND. BEAUTY ABOUNDS, BECKONING 
PRINCESS ADORA TO TAKE TO THE FIELDS ASTRIDE HER HORSE, SPIRIT. 

A MOST WONDERFUL 
SPRING RIDE, 
PRINCESS ADORA! 


ETHERIA IS EVER 
50 BEAUTIFUL THIS 
4» TIME OF YEAR!  & 


Ae qe 


UNDWARE THAT DARK FORCES OF EVIL 
BREW, EVEN AS SHE RIDES / 


- 


_—<- _/f OH,NO! THE 

~~ ~=WOMAN IS IN 
i, TROUBLE! WE MUST 

SAVE HER! 
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BEAUTIFUL PRINCESS ADORA 
Jip breducia ie ay Ashe 

By aie y ! OST POWERFUL WOMAN INTHE 
OF cae AE ZN / UNIVERSE, AND HER HORSE. 


I AM SHE-RA! 


MAKE HASTE MY ~ 
WINGED SWIFT WIND: 
& > \ THERE'S NOT AMOMENT 


GRIM TIDING FROM A FAR OFF 
LAND! BREATHLESS, SHE 
RECOUNTS HER TALE. OF _ 


» FEAR NOT, MY FRIEND! 
SWIFTWIND AND L WILL 
CARRY YOU TO SAFETY! X we A // 
y, SWIFT WIND, “J wire. I AM ANGELLA! | 
SS TO THE PALACE ; PROUD QUEEN ces 
OF POWER...QUICKLY! g CITIZENS OF MI 5 


285 


VE DANGERT At THIS A CUNNING AND WICKED 
VERY MOMENT, FIERCE. FELINE FOES SURROUND, \ TRICKSTER..THAT CATRA ! 
OUR FAIR CITY, THREATENING TO TAKE IT FOR if 1 

THEIR OWN! MY PEOPLE ARE NOT 


WE MUST GO TO 
MIZAR AT ONCE AND FREE 
J YOUR PEOPLE FROM HER 
2 Ries ee Wey a EVIL CLUTCHES! 
7 YOUR HELP COMES AS AGREAT BLESSING, 
BUT THE JOURNEY TO MIZAR \5 FAR 
AND LONG! YOU WILL NEED A GUIDE 
TO MIZAR/ BUT I FEAR IT AM 
TOO WEAK TO FLY! WHATEVER 
SHALL WE BO? 


YOU WILL BE HOME \ fF 
INA TWINKLING.-. 


L\S a aa (1 VJ. ~a Z f 
\ A : aN 2 
WN i fa y ITH CATRA NONE 
LG | | THE WISER! 
[> QUICK AS AN ARROW, \{ | ff Z E 
A/\ SWIFT WIND WILL CARRY }" ff "7 Lid 
US BOTH TO MIZAR!_A\ Vik \ ile 


W 
\ 
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MEANWHILE, THE HEROIC TRIO'S 
TRAY ELS DO NOT GO UNNOTICED... 


SO... THAT DESPICABLE 


AND HER PESTY 


OUTNUMBERED, Jam 
BUT WE CAN'T 


L CAN FEEL ) 
SWIFT WIND'S POWER J 
FADING..THE POWER }) , 
OF THESE VILE BIRDS 9 
AND THE STRAIN OF ¢ | 


C-C-CAT BIRDS! 
VERY WHERE: }. 


BE GONE 
BEASTLY BIRDS 


OR LOOK TO 
YOUR LIVES!) 


ANGELLA, HOLD \ 
FAST! TAKE SWIFT WIND & 
AND GOON WITHOUT ME! Jf 
AND STAND STRONG / 
AGAINST CATRA'S 
DARK FORCES! 

I WILL MEET 

\YOU AT MIZAR! 
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CAN IT BE THAT CATRA 
HAS THWARTED SHE-RA 
FROM SAVING MIZAR 
FROM DESTRUCTION? WILL 
SHE-RA REACH THE 
ED CTY IN TIME? 


ae 4 a 


USING THE. POWER OF HER 
SWORD, SHE-RA DRIFTS 
DOWN TO THE FOREST 
FLOOR BELOW! CATBIROS 
CIRCLE HER AS SHE FALLS! 


THE GOOD PEOPLE 
OF MIZAR_ NEED 
MY HELP... 


THE MAP OF 
LIGHTS, MY DEAR, )_ 4 
IT 1S YOUR 
ONLY Hope! 


COME HERE, MY 
CHILD AND HEED 
THE VOICE OF 
THE UNKNOWN ! 
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FEAR ME NOT...I AM THE VO OF 
ETHERIA'S LONG PAST’ THE SEER 
mms OF ITS FUTURE! 


IT WILL LEAD you 
TO YOUR DESTINATION! 


LIGHTS, WHERE ) 
DO L FIND IT? ~ 


uN LWISH YOU NO 

iY HARM! BUT L WARN 
\ YOU, YOU FACE 

GRAVE. DANGER / 


AT THE MOUTH OF RIVER FLOW,| [BE BRAVE AND 
BUT A BRISK WALK FROM THIS EED MY WARNING! 
VERY SPOT. TAKE GREAT CARE, | JONCE YOU HAVE THE 
MY CHILD...THE MAP IS GUARDED MAP OF LIGHTS, 


GO NOW AND TAKE 
THIS MAGIC NET _ § 
WITH YOU... C 


YOU MUST NOT TRY TO OVER- 
oa HER FOS SHE \S Aap ails 


BRAIN POWER, 
You see! 


MY THANKS TO YOU, 
SOOTHSAYER. YOU FILL 
MY HEART WITH HOPE. / 


OREVER \N THIS | YoU FROM YOUR 
DARK FOREST! ENEMIES! 
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SHE-RA MAKES HER WAY 
TO THE RIVER FLOW AND... 


WHAT A PITIFUL CREATURE! SHE'S 
SO VERY UGLY IT ALMOST BREAKS 
MY HEART! IT'S NO WONDER 
SHE'S SO NASTY! 


AHHH! BUT 
THERE'S THE MAP... 


WHOA...\NHO GOES 
THERE? WHO PARES 
DISTURB MY 
BEAUTY SLEEP ? 


PRAGONESS.., 
YOU ARE A 
FRIGHTFUL MESS... 
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WILL YOU TRADE 
THE MAP OF 


CHANGE ALL THAT IF 
YOU ARE PREPARED TO GIVE 
ME SOMETHING IN RETURN / 


NOW MAKE ME. Fs 
BEE-OHH" TEE FULL A 


I SUPPOSE 
TLL NEVER USE 
THE OLD THING 
ANYWAY! CAN'T 


NOW FOR A LOOK 
AT THIS MAP ANP 
ON TO MIZAR! 


Y THAT'S ONE 
LESS DREADFUL 
DRAGONESS TO 
DEAL WITH/ 


ACCORDING TO THE MAP OF LIGHTS, C-C-C- CAW! CAW ! 
MY JOURNEY TO MIZAR MUST " YOU SHALL NOT ESCAPE 
BEGIN FROM THIS VERY SPOT! US THIS TIME, SHE-RA! 

“wh THE MAP OF LIGHTS 15 AS 
GOOP AS OuRS! 


IN THE DARK 
FOREST / 


OH NO YOU DON'T! HOw 
ABOUT ALITTLE HOT 


ra ae 
i/2™ \ FOOT, BARBARIAN BIRD ?!:. 


O TIME TO WASTE... MUST 
RIDE THESE RAPIDS! 


MAKE. IT SAFELY 
THROUGH 
IN TIME! 
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AS HER BAND OF EVIL THUGS 
ATTACKS MIZAR, CATRA WATCHES 
SHE-RA'S EVERY MOVE... 


OF PREY! WELL, SHE-RA, 
I'M NOT THROUGH WITH 
YOU YET! TRY 
THISSSSS / 


| SWALLOW UP THESE 
, FEARFUL BEASTS / 


FEAST! 


ACN § 


THERE'S MUCH TO DO! 


HMMM...THAT'S NOT BAD, EVEN 
IF 1DO SAY SO MYSELF! 
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Sez Vay 


Voi Z 
SHE SETS ONE 
FOOT ON THIS 
SHORE AND ale 


PURRR-FECT! THE MAP OF 
LIGHTS 1S MINE! 


AY 


La S 


NY ITHINK NOT, 
(CRUEL CATRA! 
IT'S NOT OVER 


as D7 14 
\ Y CURSES! FOILED 
o AGAIN! BUT MARK 
Meee MY WORDS YOU...YOU 
WE SHALL 
MEET AGAIN! 


PERHAPS THE SEER'S 
MYSTERIOUS NET WILL 
STOP THESE VILE VILLIANS AeApy 
IN THEIR TRACKS! 


— — . a ee Py 


{7 \F \T WORKS, I 
7 AAVE A PLAN TO LAY 
THE EVIL BEASTS TO 
ST... ONCE AND 


5 
THIS? STUFF'S TOUG 
AS RUBBER... d 


SN 
Na 
WS 


*& 


WY 


4 


g 


a 


ww 
P 


VR 
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ON THE. GREAT POWERS OF W THEIR POWERFUL EVIL ENDS 
ETHERIAT NOW DO CALL... J WITH THIS CHARM..TURNED TO 


TO TURN THESE VILE BEASTS Os, STONE, THEY WILL PROTECT 
INTO AFORTRESS WALL!_G ~ MIZAR FROM HARM / 


WE OWE YOU MANY 
MORE THANKS THAN 
WE CAN EVER REPAY / 
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PLEASE STAY AND 
\. BE OUR GUESTS! es 

> THE KEY TO 
OUR CITY... 
AND OUR wy 
HEARTS... |B 
1S a 


“a = 
WE MOsT 
GRATEFULLY ACCEPT 


SPELL I CAST 
WILL SEE TO THAT;! 
BUT THERE ARE 
OTHERS IN ETHERIA 
WHO WILL NEED 
OUR HELP! 
WE MUST TAKE 
ANP HOLD yOUR 
FRIENDSHIP. IN 
OUR HEARTS TILL 
WE MEET AGAIN / 


Y GOOD BYE, 
DEAR 
» FRIENDS! | 
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FOREST'S STRANGE. POWERS 
LURE BRAVE BOW WITHIN 
MY EVIL GRASP! PURRRFECT! 
A LITTLE. SLEIGHT OF 
HAND... 


| 


THERE ? / | 


WHY, \T'S JUST A es \ | I'LL GET y 
KITTEN! GUESS T'VE i‘ = es DOWN | 


—- ] \ ' 
LISTENED TO ONE | b> — a oe er. 
TOO MANY TALL TALES SY yn ' aie ae gg ie” 
ABOUT THE DARK A fa, HE 

O 


ou ) 


THE EVIL OF THIS DARK FOREST IS NO 
TALL _TALE-- YOUR VERY BRAVERY 

BETRAYS you! NOW, YOU ARE M/NE 
We, TO DO WITH WHAT I WISH! jag 


I WILL TAKE 
NO PART IN YOUR Lg 
DARK DESIGNS! & tas 


THE CURSED FELINE REVELS IN 
TRIUMPH, UNAWARE HER WICKED 
SCHEME HAS BEEN DETECTED / 


ba 


Within 


OH ME! OH MY! GREAT LAND 0O' GLOOM ! 
CATRA HAS BOW... HE'S DESTINED 

FOR DOOM! OH ME! OH My! 

WHAT A HORRIBLE DAY! GOOD 

PRINCESS ADORA MUST / 

KNOW RIGHT AWAY! 


“N 


GOODNESS, WWF 1} 11'S CATRA- THAT 
KOWL! WHAT DRIBBLE... P| ME }FELINE FOE! SHE'S 
I MEAN DRUBBLE! af TRAPPED HIM! OUR 
DEAR FRIEND, BOW, 

HE'S IN THE DARK 
FOREST! YES! HE |S 

IN NEED OF YOUR 
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LOSE! LEADME\  ¥ 

TO THIS DARK Thee 

I\TROUBLE SPOT / { 
\, AT ONCE! 4 ate | 


a | WHAT STRANGE FABRIC, 
WHAT STRANGE 
SYMBOLS! 


OF THE SWORD PROTECT 
US! GOOD KOWL, ARE 
YOU SURE THIS |S THE 


“ome NOE 'S ME! WOE |S ME! 
mame LOOK! THESE SYMBOLS 
al ' HOLD THE KEY / 


BOW IS GONE, 
THAT MAY BE TRUE... 
BUT I'VE FOUND 
SOMETHING HERE. 
TO GIVE US A CLUE! 


SHE-RA, MY DEAR, YOUR || BUT I SEN SOMEWHERE IN ETHERIAS DARK 
VISIT COMES AS A MOST 
PLEASANT SURPRISE! 4 


FINDING HIM, BUT I CANNOT 
D \T. 


PERHAPS JAV/S WILL FIND YOUR 
Ww | ANSWER... AND YOUR FRIEND / 


XSL IAAI 


\ ff WHY...IT MAKES | 1GO QUICKLY NOW! | |FASTER, SWIFT WIND FASTER / 
6 SENSE! IT'S A {WE MUST FIND BOW AND FOIL 
\N MAR... 1 MAP INTO CATRA'S EVIL PLANS FOR HIM 
’ | [BEFORE IT'S TOO LATE! 
WAX PARK FOREST /} | x 


\\, 


HOOTY HOOT HooT! 
THERE'S THE DARK FOREST 
POOR! QUICKLY! GO 

> THROUGH IT FAST! LET 
US SOAR! _ 


WE'RE GOING TO CRASH 
RIGHT THROUGH IT/ I WANT 


TO TAKE THAT CONNIVING 
FELINE By SURPRISE / 
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DON'T BE A FOOL! 
FORCES WITH ME AND THE 

POWER AND WEALTH OF ALL 
ETHERIA WILL BE OURS 
FOREVER! LOOK... 


JOIN 


MEANWHILE... ae Ie BY} | TO SERVE ADORA HAS 
” te Sie ake =< shes EEN 


BR 

{ YOU'VE SERVED 

PRINCESS ADORA 
THESE MANY 

YEARS... A PUPPET 

TO HER BECK AND 

CALL! AND YET IT'S 
GAINED YOU 
NOTHING! 


POOMED TO SPEND 
af A LIFETIME WITH 

y] YOU, CATRA? NO GOLD 
OR GLORY 1S WORTH 
SO HIGH A PRICE! 
IN YOUR PLANS I 

WILL TAKE NO yi 


: d 


ve 
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PERHAPS MY 

FRIENDS \N\UL \ge 

CHANGE your ; 
ND: 


ba | BACK OFF, FOUL 

a | PHANTOMS... MY MAG/C 

ARROWS WiLL CHANGE 
YOUR TUNE / 


TOIL AND TROUBLE, GLOOM AND SADNESS 
FEEL THE POWER OF MY MADNESS. 
AS THE LEGENDS HAVE FORETOLD, 
YOUR BEATING HEART SHALL 

NOW GROW COLD! 
YOUR HAPPINESS SHALL 

TURN TO HATE-- 
I SEAL FOREVER YOUR 

DESPERATE FATE / 


YOU SHALL NOT HAVE MY 
FINE FRIEND'S HEART! I 


ay \ i, 
a Va 


-RA: MY MOST 
\ UNWELCOME oGvEST ! 
THE POWER OF MY EVIL 
SPELL CANNOT BE BROKEN! 
YOU ARE. 700 LATE ! 
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OH NO, YOU 
DON'T! HIS HEART 
BELONGS To ME! 


WIND, BE. GONE! 
BOW... YOU ARE QUITE SAFE 
NOW, BUT HOLD ON T/GHT!/ /\ 


N 
IT, BUT YOU SAVED ME! 


A | YOU MISERABLE MEDDLER / 
YOU TRICKED ME! THE HEART 


Wi Will hi ‘ : OF DARKNESS \S_\N RUIN 


> 
2k 
“RNS 
BENS 
Ss 
S 
A 


AND HE TELLS HIS 
TRUE FRIEND, 
PRINCESS ADORA 

HIS TALE / 
WITHIN THE CASTLE ne 
GROUNDS ONCE MORE! 


YES! CURIOSITY 


H 
\ ALWAYS GETS THE 
» CAT! TEE HEE! 


eS cg letbecper saa pag a 
UNdie 7 oe @ we fates, 


aay" 
HOW MYSTERIOUS ! 
LOOK, KOWL, I'VE 
FOUND SOMETHING! 


HOOT! HOOT! 4 GOLD WS 


AND SILVER CHEST! 
I THINK TO OPEN 
IT \S BEST! 


HERE! AND I CAN'T 
WAIT TO FIND. OUT 
WHAT'S JNSIDE ! 


“/ FAIR PRINCESS, YOU HAVE 
NEVER LOOKED MORE. 

\ GRAND-- MOST BEAUTIFUL , 
~S._ IN ALL THE LAND! Lg 


OURSELVES / 
Go = SN 


7 GLIMMER! CASTASPELLA! 
COME QUICKLY-- YOU 

_ SIMPLY MUST SEE WHAT 
» I'VE FOUND! 


‘VE UNEARTHED A 
BURIED CHEST FILLED 
WITH BEAUTIFUL 

~ TREASURES: 
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{ GAZE IN THE MIRROR AND You PRINCESS, THE CHEST-- 
WILL SEE, YOU'RE BOTH AS 


I DON'T KNOW, GLIMMER, \Uf...AND IF I DON'T J| 1 NOW USE My POWER TO 
BUT ETHERIA (S FULL OF MISS MY_GUESS, HYPNOTIZE, 
THE EVIL CATRA TO GUARD THESE GIFTS 
FROM EVIL EYES. 
HOCUS POCUS! SOON CATRA 
SHALL SEE 
JUST WHO SHE IS AND 
WHO SHE COULD BE! 


BOTH GOOD AND EVIL / 


ADORA, THE HOUR GROWS 


¢ 


wr 


: VS SSKt Z \ l 
< ed (Gi ON S77’ | 
or Ay 


my 
y 4 
“a 

- 4 


Pr WITH THESE 
TREASURES, IL ALONE 
SHALL RULE ETHERIA... 


7 EEEEE- YAH! 
7 ({ MY PRECIOUS FACE... 
~ \MY LOVELY HAIR... ay 


\ \ \ 

= i 
Nooooo! 
1v CANNOT 

BE! 


|| MUST GET THE MIRROR® ti. 


BACK... BUT HOW? I'M jams 
SO FRIGHTENED OF A 
THE WATER! 


MEANWHILE, KOWL MAKES 
"| [A GRIM DISCOVERY! [>= 
ul 
fy “ 1 S 


OODNESS GRACIOUS,| | THIS MUST BE Pf 
KOWL! WHAT 15 THE | ICATRA'S DOING! L 
MATTER ? ; 


FEAR NOT, MY 


SHE-RA! 


GLIMMER, YOU 
LOOK AS IF 
YOU'VE. JUST 


GUIDED BY THE MAGIC GLOW OF GLIMMER'S 
STAFF OF LIGHT, SHE-RA AND HER FAITHFUL 
FRIENDS MAKE THEIR WAY THROUGH THE DARK 
FOREST... SS A ty , 


Y » \ 


YA 
Ss 


SS 4 


‘| " b 


WELL, WELL! OUR i 
FOUL FELINE FOE'S THE Biw/ 
IEF... JUST AS I 


CASTASPELLA? COULD 
IT BE THERE'S 
SOMETHING YOU'VE 
NOT TOLD ME? 
7 


BUT SHE-RA, I'M SO TIRED OF 
CATRA'S TROUBLESOME 
MEDDLING! 1 JUST WANTED 
TO TEACH HER A LESSON! 

DO I WAVE TO LET 
> HER GO? iN 


\\ PERHAPS IF YOU DEEP IN YOUR HEART, TRUE BEAUTY LIES! 
SHOW HER KINDNESS YOU'VE SEEN IT WITH YOUR VERY EYES! 
NOW, SHE WILL ONE DAY, JXY ONLY YOU CAN TURN THE KEY 
LEARN TO BE OUR FRIEND! 4 MANO MAKE THE CHOICE- WHO WILL YOU BE ? 
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IN ANGER, I USED MY POWERS MOST 
UNWISELY! CATRA DION'T HAVE A 
CHANCE AGAINST MY OVERPOWERING 
TRANCE. IF SHE-RA HADN'T SET 
ME. STRAIGHT, SHE. SUREL' 


y 
WOULD'VE PERISHED! I'M 
ASHAMED! 


LEARNED HERE! 
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LOOK sO 


D 
THINGS CAN'T BE ALL THAT BAD! ¥ 


TRICKS, NO MATTER 
HOW INNOCENT CAN BE 
HARMFUL! REMEMBER 
WHEN YOU‘RE ANGRY 
COUNT TO TEN-- AND 
THEN THINK AGAIN! 


r 


OH, FAIR PRINCESS, WOE 

Is ME! DANGER! DANGER... \ 

ALL I SEE! QUICKLY! \ 

YOU MUST FOLLOW ME! 
HOOT! HOOT! 


ADVENTURE OF THE 


BLOE DiLAIMON 


— _—_ 


Us UM AU NN ae 
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Ma THE DUTIES OF THE DAY BEHIND HER, PRINCESS ADORA \NDULGES IN A |} 
RARE MOMENT OF QUIET REFLECTION. BUT HER SWEET PEACE IS TO 
BE SHORT LIVED... FOR ALL IS NOT WELL IN ETHERIA... 

My, yA 


CATRA! UP TO HER 
OLD TRICKS! 1'D 
RECOGNIZE. THAT 
VOICE ANYWHERE! 


f Rea & 
dt, ] f —S 
eer |. <a W SHE'S GONE SG 
a is 5 | bl : 4 TOO FAR I FEAR! 
of = | OETHERIA'S DOOM 
\1S ALL TCO NEAR! 


Ws I MUST FIND THE 
ane i te ay / SOURCE OF THIS DARK 
Y BY THE KOUKR i TROUBLE AT ONCE! 
HONOR OF \ ° 
GRAYSKULL!. 


AM 
She-Ra! 


6 
= 


4 
= 
= 
= 
= 
= 
l) 
— 
= 
—— 


RO a RNS wae / NEVER HAVE IL SEEN 
) [MOMENTS LATER... ETHERIA LOOK MORE 
MY DESOLATE AND DREARY! 
f BRAVE. BOW, FAR ~, ‘ Bl WHATEVER CATRA'S UP TO., 
GREATER 15 THE FORCE ~ IT MUST BE. A VILE 
_/ OF CATRA'S FOLLY THIS \ ; TRICK \NDEED/ 
|} DAY THAN I HAVE EVER SEEN Tm. /f » 
{ \T/ I KNOW NOT THE SOURCE 
h\ OF HER DARK POWERS, BUT 
A WE MUST NOT LET HER 
A EVIL, TREACHERY Oo 
SUSCREM# ~" 
mare) } POV S 
\ al» 
< ae ¢ WA SS, . 
: SS 7 SHE-RA, SURELY 


YOU MUST HAVE SOME 
\. SORT OF PLAN! 


INDEED 1 DO AND MUCH OF IT DEPENDS] f pe As" \ THEN SEND 
ON YOU. DOUBLE TROUBLE, WITH YOUR Wy, ne ae A SIGNAL 
SPY DISGUISE, YOU CAN MAKE. IT V7 —" NPM S| SKYWARD. 
INTO CATRA'S CAMP UNDETECTED / - 

GO NOW AND DISCOVER FOR ME 

JUST WHAT WRETCHED SCHEME 

THAT FIENDISH FELINE HAS uP 

HER SLEEVE ! 


; A CLEVER SCOUT, DOUBLE TROUBLE 
\Y SOON FINDS HERSELF ON THE EVIL 
CATRA'S TRAIL.. 


FOOT PRINTS: 


L/cATRA HAS BEEN F 


NY 1 HAVE. YOUR 
ANSWER 2, 
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> IF I DON'T MISS 

7 MY GUESS, THE SINISTER 
FELINE SEEKS SHELTER 
FROM THE STORM INSIDE! /\Q 


JUST AST SUSPECTED! 
BUT WAIT... WHAT'S 
THIS? THE FIENDISH 
FELINE HOLDS A 
PRISONER / 


A 
; S Ae 
ANY 


nm "\ | THE TREASURED 
: SNOW CAPE AND ITS 
POWERFUL SECRET 
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MY MOST DIABOLICAL 

PLOT TO SEIZE 

CONTROL OF ALL 
ETHERIA! 


~Y DEAR, YOU ARE. A »\ Nit Gyr 
BY FOOL! THERE 1S NO G 
ONE. TO HEAR YOUR 
CRIES, NOR ANYONE A 


\\ PEM NITH THISSSS... 


SPY DISGUISE- A FACE THAT CATRA 
RECOGNIZES AS A FRIEND! 


D-WHA...? 2 
OH T'S You, Y 


CAPE AND WITH ITS 
SECRETS, ETHERIA 


/ 
7 Witt SOON BE. MINE! 
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HOW? WHAT 
SECRETS ? 


I TOOK FROSTA'S BUT ITS FREEZING EFFECT 
IS ONLY TEMPORARY ! 
FEAR NOT, FRIEND-- 
L'VE DISCOVERED A 
m. MAP IN HER CAPE. 
THAT WILL LEAD ME. 
TO THE BLUE 
ICE DIAMONDS. 


DOUBLE TROUBLE, 

GUARD FROSTA 
UNTIL I 
RETURN ! 


V 
Nae 


N ABOVE ETHERIA'S MOONLIT 
HORIZON, BOW AND SHE-RA | 
WATCH... AND WAIT. -. 


N' S 
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SHE-RA, ETHERIA IS IN THE 
GREATEST PERIL! FROSTA, 
QUICKLY, YOU MUST TELL 
SHE-RA EVERYTHING 
Dm YOU KNOW! vs 


SO LONELY HAVE I BEEN HERE, FOOLISHLY, I 
IN THE FROZEN NORTH, FOR GAYE MY SNOW 
CATRA'S TRICKERY 1 WAS AN CAPE. TO CATRA 
EASY MARK! A DAY AGO, IN EXCHANGE FOR 
SHE. BEFRIENDED ME... J JHER COMPANY / 
’ 4i IINSIDE THE CAPE, 


\N BUT IT HAS COST ME , 
mM DEARLY! a THERE 1S A MAP 
<a THAT WILL LEAD 

HER TO THE BLUE 

ICE. DIAMOND! J 
y (a 


™ 
THE BLUE ICE 
DIAMOND! CATRA WILL USE 
THE. GEMSTONE'S POWERFUL 
MAGIC TO TURN ETHERIA 
INTO A FROZEN WASTE- 
fod LAND FOREVER! WE 
ST TN VE Y sth MUST STOP HER! / | 
WITH FROSTA IN THE LEAD SHE-RA AND HER is 
STALWART COHORTS RACE ACROSS THE DREAMING MOUNTAIN: 
BUT CAN THEY REACH THE BLUE ICE DIAMOND IN TIME ? 


\) 
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OR DOES CATRA ALREADY 
\Y HOLD ETHERIA'S FATE IN HER 


I SHALL FREEZE \ 
YOU WHERE. YOU 
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LOOK! ETHERIA'S BRIGHT 
DAYSTAR DIMS EVEN AS I 


Bo 
ia 
og 
14 
wg 
OZ 
<4 
ear -4 
oly, 
oF 


ae 


ARROW! I HAVE 
AN IDEA! 
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ER MAY 
LIE WITHIN... / 


7 wn \ \ \ E | mt uit 
\ tL: , Wy <0:2 


v 
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/ f ee y 
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BN 
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YOU'VE DONE IT! ETHERIA 1S SAFE ONCE 
\ THE DAYSTAR GLOWS MORE AND I AM FREE 
BRIGHTER THAN AT LAST OF CATRA'S 
mm, EVIL MAGIC! 


BOW, DOUBLE. TROUBLE, TIME TO 
GO! THE CRYSTAL ceptce AND 
NEW ADVENTU: 


YOUR KINDNESS? / A MORAL AFTER ALL 
PERHAPS MY THAT'S HAPPENED ? 
REMEMBER a= 


FRIENDSHIP CAN'T BE BOUGHT 
OR SOLD... IT MUST COME 
FROM THE HEART! AND 
FROM OUR HEARTS TO 
YOURS— A FRIENDSHIP 
THAT'S EVERLASTING! 
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1. «| aga 


Outings in Etheria are always very special and 
today’s picnic had been no exception. Adora 
smiled as Josh and Bow leaned against a fruit 
tree, the picnic basket empty and their bellies 
full. Spirit and Arrow stood nibbling at the 
lumps of sugar Glimmer held out in her hand. 


& 


Nae De 


Sure! 
Come on! 
es 


* Cowriter Eric Frydler suggested that the colorist use pastel tones to give the POP minicomic a more feminine and otherworldly sensory effect, while 
also creating a different look from the MOTU minicomics. 


oh Tole gs ee 


Adora and her faithful steed wandered /é 
_|formany miles. Above them shonea —& 
A bright rainbow sun. All around them, | 
WW Jewel-like mountain tops and petrified }v! 
\( yj flowers glistened under the strange - 


Suddenly, a mysterious burst 
of light appeared from nowhere! 
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Rounding the bend, Josh and Bow hurried} 
to see the race's finish. They found Glimmer 

on the ground and helped her to her feet. 
“Where is Adora?” Bow asked. “| don't know; |Z 
Glimmer replied. “She just disappeared!” 

“Over here!” Adora cried. I’ve crossed the 
Crystal Light Barrier. 


Spiritand| are ~ 
lost in a strange 
and wondrous land! 
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p 
bottomless crack. “Arrow and | will save you!” 
Bow exclaimed. Glimmer begged him not to 
go and Adora breathed a word of caution. 
“She's right. It's much too dangerous. We'll 
t— have to find our own way back to Etheria’ 


7 


~~ [Adora and Glimmer mounted up. The second / 
Bow fired his starting arrow, they took off! 


raced against each other. Adora and Glimmer y 


\ | sped over field and stream, dashing wildly 
}\ | along the winding path. 


Nl Ze Zee el 
Soon they came upon a dazzling sight—a 
glittering herd of horses, unlike any they had 
ever seen before! Each horse had a color all 
its own— and each one shone like crystal! 


We are the Guardians 
of Crystal World. 


S 


\ 


* Eric Frydler conceptualized, wrote, named, and art directed the crystal world and its magical horses. 


CLL sill “NSS 7] 


ly The voice belonged to a sleek, crystal horse 
f {named Crystal Moonbeam. Adora quickly 
spoke to him. “We came across the split in the } 
land and now we can't get back.’ The lavender 
stallion nodded. “Recrossing the Crystal Light ‘ 
Barrier is certainly most difficult? . 


Quite soon, you Ww IN| | Saat You mean we will 
and your horse S\)\ ¥/; 9) 0 ee turn into crystal? 
will become | ee ‘ , 

like us. 


| 


| haven't stepped — 


from Spirit's back. @ Yes ‘ N | 


< Dashing to his herd, Crystal Moonbeam 
_ {returned with a sparkling filly. “This is my 
| sister Crystal Sun Dancer, the lavender horse} 


_ |whinnied. “She knows the way across the 
{Crystal Light Barrier’ 


But to cross the Barrier 
again, you must + 
have the powe 


The crack is 
too deep to 
risk crossing it 
any other way! 


we 
| _ 
g 43 ‘ 
/ to - caasese SN 
% 
{ 
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once and raised it to the sky. In an instant, she 


echoed with her powerful cry. “For the honor 
of Grayskull, |am She-Ra!” 


ee) SN A Vr ae 


é and Spirit were transformed. Crystal World 


Swift Wind! Walking 
here in Crystal World 
has given you a 


crystal sheen! 


Le 
C5, 


Crystal Sun Dancer, Crystal 
Moonbeam, She-Ra and Crystal Ro 
Swift Wind glowed with an 

unearthly energy as they leaped 
toward the deep opening. With a i, 


brilliant burst of color, they broke Y 


/ 


—j through the Crystal Barrier and 
fi ZH) | vanished — gone! 


We'd better change back fast 
before our friends find AS 
out our secret! 


On the far side of the opening in Etheria, Bo 


a rustling sound behind him. 


Oh, Bow! I've been in f 
you been? We've a wonderful land / 
been worried. called Crystal 
World 


| | Bow asked. Adora made introductions all 


‘| around and Glimmer fairly gleamed. “Oh 
Spirit with your crystal coat, you’re more 
beautiful than ever!” 


It is exciting to see 
another land... 


Cc 


But it's so much better to \ ie 
ome home to my friends! 
f Dx : Zs L {| ' 


BN TRANSPORTED BY THE SUN ROCK, HE-MAN 
| RETURNS TO THE SLIME PIT BURSTING WITH 
RENEWED ENERGY / 


You illustrated several of the Masters of the 
Universe minicomics. How did you get involved? 


I knew Lee Nordling, who was art directing for Mattel. 
We knew each other through the convention circuit 
and art shows, and we were both members of CAPS. 
At the time, I was working for Disney in feature ani- 
mation. I worked on films like The Black Cauldron, 
The Fox and the Hound, and Oliver and Company. 


Escape from the Slime Pit! is a memorable story. 
Any thoughts on illustrating it? 


I had the most fun with that one! It’s the one | 
remember most. I was looking up some of the mini- 
comics online and had never thought it would sur- 
face again. 


What inspired your design for the zombie He-Man 
covered in slime? 
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Well, I had just come off working on The Black Caul- 
dron and was geared toward that dark look. I was 
surrounded by that stuff at Disney. It was my “dark 
period,” I guess. 


You also worked on the She-Ra minicomics. Can 
you talk a bit about that experience? Did it differ 
at all from your work on the He-Man minicomics? 


Yes. Because I was working on female characters, 
there were strict guidelines about posing and detail. | 
really liked working on those. In fact, I turned down 
working on the Masters of the Universe movie as a 
storyboard artist in order to work on the She-Ra mini- 
comics. It was fun drawing the female characters. 
There was more attention to detail in those stories. 


How does it feel knowing that many Masters of 
the Universe and Princess of Power fans still enjoy 
your work on those little comics? 


y= Pa) 


Y By THE 
HONOR OF 
GRAYSKULL!. 


ANYTHING TO 
SAY ABOUT 


It’s great! I look back on those, and I’ve learned a lot 
since then. I'd like to go back and fix some things, 
but they were fine. I was happy doing those comics, 
and drawing He-Man and She-Ra. | was living in Ven- 
ice at the time, and the artists working on the mini- 
comics were like a little enclave. | remember during 
a group sailing trip around Tahiti in 1985, I met a 
young woman who went on to become a famous per- 
sonal trainer. She found out I worked on Masters of 
the Universe, and she was a big fan and asked me 
to draw He-Man. So there we were in the middle of 
Polynesia, and I was drawing He-Man! 


You’re very active in the film industry. Can you talk 
about that? 


I’m very busy with that. I work on storyboards, con- 
cept illustration, and design, and have been working 
on live-action films for the last ten years. I’ve worked 
on films like The Avengers and Planet of the Apes, and 


I MUST FIND THE 
SOURCE OF THIS DARK 
TROUBLE AT ONCE! 
KOWL, SUMMON BOW 
ANDBOUBLE TROUBLE 
vs QUICKLY... TILL 


SS 


Z 


cS 


Q 
in 


am currently working on the Jon Favreau Jungle Book. 
I’m late in my film career and would eventually like 
to go back to biological illustration and education. | 
actually started out planning to be a medical illus- 
trator, but went in a different direction by surprise 
when Disney Feature Animation hired me in the 
early 1980s. 


Would you be interested in working on the new 
Masters of the Universe film that is currently in 
development at Sony? 


Yeah! I’m currently working on the next Alvin and the 
Chipmunks movie, but if I were available, I’d do it if 
the call came. 
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In the forest near a stream that began 
at Crystal Falls, Catra was busy 
making mischief. She stood back to 
admire her handiwork, a big 
waterwheel over the stream. Along 
the wheel were small fishnets, and on 
the bank was a giant goldfish bow! 
filled with water. 


Sa 


‘There. As long as | don't get 
wet, this water-stuff is a 
snap to handle. 


PRODUCED EXCLUSIVELY FOR MATTEL BY 
PENCILER — JIM MITCHELL 

INKER— TODD KUROSAWA 

COLORIST — CHARLES SIMPSON 
EDITOR— LEE NORDLING 
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VLE 


GO 


“Now to see if it works.” She said. BRAY 
Catra pulled a lever that released 

the wheel, and the wheel turned} 

in the water. As the wheel went 

around, the fishnets bought up 

fish from the stream. The fish 

were then dumped into a trough 

that emptied into the goldfish 

bowl. 


“You don't now it yet, Fish-face, “| can see it now. I'll open 
‘but you and | are going the first marine world 
into business together.’ in Etheria.” 
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| Catra saw herself as master of the show. 

4 The fish would do wonderful stunts! Catra 
herself would be the star. And how the 

| crowd would cheer! Handsome men— 

i maybe even Bow—would be madly in 

1 love with her. 


“So do some aerobics while | sew \ 
up your little swimsuits.” 


A few days later, Peekablue was riding in the Sea } | 
Harp near the beautiful Crystal Falls while 
Mermista swam alongside. Adora and Spirit 
6] stood on the shore. “Peekablue! Mermista!” 
Adora called. “Let's pick some berries for lunch.” 


But just then a young seal swam up to Mermista 
with a message. 


“Oh no! He says his friends, ™ 
the sunfish and the tuna twins, 
are missing. 


yf Andnoone ee 
b : seen the bluegills 


since yesterday.” 
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~~ 
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Hidden in a spot behind some trees, Adora raised 

high the Sword of Protection and said “For the 

honor of Grayskull, |am She-Ra!” And ina 

magical flash, she became the Princess of Power. 

Then, she changed Spirit into Swift Wind. / 


Peekablue and Mermista were glad She-Ra had 
come to help. She-Ra suggested they split up. 
Peekablue said, “| don’t want to get my lovely 
feathers wet, so I'll follow the stream leading 
into the forest. With my many eyes I'll be able to 
see any fish who went that way. Then I'll meet 

} you later.” 


Then She-Ra and Mermista dove into 
the Crystal Falls pool. 
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no fish. And no one seemed to know where 
they were! 


A ‘4 
M4 . ae - 7, 
- “Fish should stay in one ) 
tj 
C 


‘| But Peekablue found something else. 
|} As she followed the stream through 
the woods, her eyes searched the 

|| water. “I can see all the way to the 

MH bottom!” She exclaimed. But then her 
special eyes noticed something 
further upstream. 


rT 


ee rn Suddenly Catra rushed out of the 
Why, it's a wheel! forest. “What do you want, Feather- 
| wonder what...? head?” 


“Catra! What are you doing here?” 
Peekablue asked. 

“| was taking a catnap. Now go 
away!” 

“Hummph!” Peekablue said as she 


\ 4p, walked away. But she thought, “I’m 
7 1) going to tell She-Ra about this.” 


. Aa\Y — TSP _, 
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E A little later the three friends met at Crystal Falls. y 


Peekablue told what she had seen. She-Ra said, 
“| suspect Catra knows where the fish are. Let's 
find out.” “Wait,” Mermista said. “I want to go 
along.” She dove, then flipped out of the water, 
her silvery tail dancing on its surface for a 
moment. 


Then with a spin she landed delicately 
ay | ON the shore on two legs! 
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She-Ra stopped the wheel, but 
who heard their voices, came 


amusement park! Leave it to Ca 
running. 


The friends soon found Catra’s 


Do= 


“Just what do 
you think you're je 
doing here?” 
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“They're mine now, 
Miss Scaley-tail! 
Now go away before I...” 


But Catra had no chance to finish 
her threat because Mermista 
quickly drenched Catra with her 
water spray. “Yeee-ow!” Catra 
screeched, as she jumped back. 
“! think you're the one who should 
leave, Catra,” said She-Ra “while 
we try to undo your mischief.” 
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As Catra ran off, She-Ra lifted the 
giant fishbowl overhead and 
dumped it into the stream. “I think 
it’s time you fellas went back 
home to Crystal Falls,” she said. 
And the fish were very happy to 
do so. 


“| don't think we should “You're right, 
leave this here either, She-Ra. Peekablue. 
Catra may use it again.” And | think 
, — | have a good 
/ N idea.” 


Later, under the water at Crystal Falls, She-Ra 
and Mermista turned Catra’s wheel into a ferris 


E wheel. The nets were replaced by little seats. 
54 Their friends rode happily ‘round and ‘round! 
) Mermista said, “I wish Catra could see her 

OF waterwheel now!” 
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learn that it's not right 
to use others to 
: get ahead.” 
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Never was a garden in Etheria 
more lovely than the Laughing 
Swan Inn’s. Perfuma tended her 
flowerbeds with care. Where a 
flower had bloomed and faded, 

she quickly planted another. 

Dainty lady's slippers and sweet 
candytufts, bright Dutchman's 
breeches and soft buttercups — 
each flower was a lovely work of art. 
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A bustle in the hedgerow took Perfuma 


_| by surprise. Looking up, she found a pretty 
_}| cat-woman was standing at her side. 


~ | Won't you plant these [jum 
~~ \ seeds too? They're 
~\_4 special gift. 
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Perfuma quite unwittingly obliged. In an instant, 
pigweed and poison ivy sprang up everywhere! 
She found herself trapped in a tangle of briars 
with no hope for escape! 


Soon all Etheria’s gardens } 
shall look like thisss! 


wonderful weeds! 
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Flutterina watched from a second 
story window at the inn. Spotting 
Catra, her face darkened. She knew 
she had to fly to Crystal Castle 

for help. 


So, Catra’s up to her old tricks! 
| must get help quickly. 


a 
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Warn wae Ze 
Spotting Flutterina in the air, Butterflyer took 

wing to meet her. Breathlessly, the young girl 
revealed Perfuma's plight. Her words echoed 
through Crystal Courtyard as Princess Adora 
listened secretly. 


Z\ 


She knew they would need eX 
q her help. So she drew her 
Sword of Protection and said.... ee 
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Fen Nie ARTO MIS ES Get 
She-Ra leaped between Butterflyer’s wings 
and beckoned her friends to join her. “Quick, 
everyone! We must help Perfuma stop Catra 
from ruining the beautiful gardens!" She-Ra 
said. In an instant they were airborne, headed 
for the Laughing Swan Inn. 
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Oh my, | must have dozed off! 
Your power is strong, Perfuma, 
ut not strong enough! 


Meanwhile, Perfuma had used her 
magic sleeping power to put Catra 


/\ inadeep sleep. But she knew her 


power was only temporary and 
Catra would be awake soon. 


Down, down Butterflyer dived. Perfuma 
grabbed Bow's arm and off they flew leaving 
Catra behind in the brambles. 


You butterbrains! Flee 
before you feel my 
fireweed at your feet! 


a tecane 
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SS J 
Mermista quickly put out the fireweed. Caught 
in the spray, Catra ran for cover. Swooping 
down, Butterflyer made a perfect landing at the 
Laughing Swan's front door. 


She-Ra and her friends worked quickly to save 
Perfuma’s garden. Bow began pulling weeds, 
but Catra hurled a tumbleweed that sent him 
sprawling. Waist-deep in tarweed, Mermista 
was helpless to help him. Perfuma was certain 
Catra could not be stopped, but She-Ra had 

a plan. 


It's time to 
give Catraa 
taste of her 

L own medicine! 


She-Ra sent Perfuma inside the Inn. 
| When the girl returned, she held 
~ two tiny seeds — one in each hand. 
She-Ra told Perfuma she must trust 
the magic of the Sword of Protection 
and gently waved it over the girl's 
open palms. 
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the seeds at 
Catra’'s feet! 


Huge snapdragons and dogwood 
sprang from the ground — their 
bark worse than their bite. Catra 
quickly darted away, quivering 
with fright. 


Perfuma’s eyes were full of tears. Catra was gone indeed, | 
but she had left her weeds behind! She-Ra gently spoke } 
to the girl with words both wise and kind. “Catra plays 
| some nasty tricks, but we can help you make your 
_| garden pretty again. Perfuma, | think we can all learn 
a lesson here!” 


Oh, yes! | know now Come on everybody and pitch in! 
that it's dangerous We have work to do! 


to take gifts from 
strangers. 


* The moral of the story in the POP minicomics was typically printed in red. 
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| Itwas daybreak and SweetBee buzzed about 
_| her hive. Passing by, Bow stopped to chat. 
| “I’m scouting Etheria for signs of trouble? 
he said. “Will you be back before sunset?” ss 
_| SweetBee asked. Bow nodded and SweetBee | 
-| watched him go. “If only | could be a hero 
brave as he!” she sighed. 
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~~ 
Meanwhile, inside her new tree-plex in 6 | G » 


the Valley of the Lost, Catra was busy 
entertaining. She and Entrapta sipped their 
tea while Clawdeen munched a crumpet. 
Suddenly, a twig snapped in the woods below. 


\ What 


“He can tell us the secret of She- fs 
Ra's power!” Catra cried. Entrapta | 
called to Bow from the balcony. 
Bewitched by her golden glow, he | 
stepped toward her. Letting loose 
her lovely hair, she trapped him in 
its tangles. 
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Ha! Ha! Good work, 
Entrapta! Nest 


The day passed quickly and 
SweetBee noticed it was getting 
dark. Bow was late and she began 
to worry. 


Bow could be 
\ in trouble. 


| must 1 
find him! } 
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38 SweetBee took to the air at once. She 


| | searched Etheria for many miles. Reaching s 
| the dark edge of the Valley of the Lost, she [| -~—_ 


| pressed on. Catra’s tree-plex appeared 
| suddenly below her. 
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SweetBee landed softly on the 


magically turned her wings from 
bright yellow into a powerful pink 
light... 
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From Crystal Castle’s mighty 


throne, Princess Adora spotted the 
beacon light. Quickly, she decoded 
Z SweetBee's urgent message. 


\ 


We must 
leave at 
once! 

ies 


Adora unsheathed her Sword of 
Protection and thrust it skyward. 
Crackling with power, it shimmered 
in the night. Her voice rang out 
across all Etheria. “For the honor of 
Grayskull, | am She-Ra!” 
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ear not, SweetBee! 
Help is on the way! ) | 


Swift Wind sailed through the night. They 
circled Catra’s tree-plex and landed with a 
gentle thud. SweetBee moved to greet 
them. Bow heard his friends up on the roof. 
Shuffling about noisily, he whispered to 
himself, “No one must know help has 
finally arrived” 
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Disturb my 
friends catnaps 
and they'll have 
both our heads! 


You think you've outsmarted me? } 

Just try to find €' 
your way back to 
Crystal Castle! 
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Catra sprang to Clawdeen's back and 

hissed a dire warning. “The Valley of the 

Lost's secrets are mine. Without them, you 
—| will remain trapped here forever!” Then, in 


——1_ a flurry of furry pink, she and Clawdeen 
_ | disappeared. 


“What a different forest this is!” Bow cried. } 
J “Catra has turned everything upside 
down!” Swift Wind shook his head. “She- 


Ra, | can’t make hide nor hair of this. I’ve 
lost all sense of direction. How will we get 


home?” 


A bee's homing instinct is ) 
very strong. oe: 


| can find 7 


Crystal Castle. 
Come on, 
we'll make FY 
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a beeline 
for home. 


And at their journey’s end, the 
weary travelers found themselves 
at home once more. 


| never thought 
that just being 
myself would 
make a hero f= 
out of me! 


SweetBee! YJ 
You saved 


e-Ra laughed and smiled. “Why, | 
| SweetBee! Everyone has some is 
| special talent to offer. It's when you |» 
| put your talent to work that you ie 


. | become a champion. Helping hs 
_ | others with your power makes you | — 
\ | atrue Princess of Power!” 
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‘Hold on to Your‘ Hat 
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Princess Adora stood at the crest of Whispering Woods. Never had 

iw Etheria looked more beautiful and never had she felt so excited! 
The sweet sound of music filled the air and hundreds of people 
lined the path below her. “There are Frosta and Perfuma!” Adora 
cried, waving. “And Bow and Peekablue! Oh, | can hardly wait for 
the Parade of Happiness to begin!” 
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Bustling about, Glimmer and Flutterina groomed Enchanta for 
the day's festivities. The winged creature had never looked more 
4 beautiful! She was decorated with elegant ribbons and flowers. 
And the horses? Why ... Spirit, Moonbeam and Sun Dancer had 


never looked more dashing! 


Adora will certainly \ 
be proud to lead 
this year’s parade! 


Joining her friends, Adora leaped to 
Spirit's back. “Let the parade begin!" 


she cried. In an instant, she was off. 
A cavalcade of horses, floats and 
merrymakers fell in behind her. 


Together, they marched happily for many 
miles. “Thank goodness! For once, Catra has 
left well alone” Adora smiled. But, as Spirit 
rounded a turn in the road, the fair Princess 


heard a terrible commotion behind her. She ¥ 
looked over her shoulder and was dismayed 
by what she saw. 


By Etheria... 
noooo!!! 


Everywhere, people were running in all 
directions. Frightened horses threw their 
riders from their backs. And the reason for 
their fear was just indeed, for there stood 
Catra, scowling. “Rebels!” she cried. “You 
dare defy The Evil Horde with all your fun and 
merriment? Well, | shall put an end to that!” 


Now you wait 
just a minute... 


But Bow’s warning came 
too late. Catra paid no heed 
as Glimmer tried to reason 
with her. “Foolish child; she 
hissed. “A little Shower 
Power will put a damper 

on your rebel spirit!” 


In an instant, Catra had drenchea everyone and everything in the 
parade with a blast of her Shower Power. Poor Perfuma’s lovely 
locks crinkled! Enchanta’s pretty bows wrinkled! And Moonbeam 
and Sun Dancers shiny crystal coats beaded! 


“Come on Spirit’ Princess Adora cried. “You 
know what we have to do! “Quickly, the noble 
steed made its way into a grove of fruit trees. 
There, where no one could see them, Adora 
‘/ summoned all the powers of Etheria. She and 
her horse were swiftly transformed. “For the 
honor of Grayskull, |am She-Ra! Come on, 
Swift Wind! There’s not a moment to lose!” 


Full speed, She-Ra and Swift Wind 
flew to the aid of their friends. The 
U Princess of Power raised her Bubble 
Blower and let loose hundreds of 
perfect bubbles. 
TY CQ 
w 
ONG 


“4 


Sf You can try to 


rain on my 
parade! 


Catra aimed a steady stream of Shower Power SE 2 
at She-Ra’s lovely bubbles. Pop! Pop! Pop! The Zyiw 
fearsome feline’s aim was perfect. Several bubbies 
burst at once but, try as she might, Catra could 

not break them all. 


“ 


Even Catra's strongest blast of Shower 
Power could not penetrate it. Kissing 
their sad faces gently, the bubbles 
made Glimmer and the others smile. 


Why, Glimmer— would you 
take a look around us? 


Dios, MMO EG Xam 
No one had ever seen the likes of it! The light of 
their smiles had turned Catra’s drenching drizzle P+ 


into rainbows—hundreds of them! Etheria’s good 
citizens were merrier than ever. The evil she-cat's 
dark plans had failed. 
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So it was that She-Ra led the grand 
parade. And though their spirits had 
been dampened for a time, no one 
was the worse for wear. “Long live 
the Rebellion!” Bow shouted, and 
the crowd joined in his cheer. 


Now for the 
moral of this 
tale: 
Asmile’s a 
frown turned 
upside down. 
Wear one 
each day — 

you'll chase 
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‘jj Although the beauty of springtime bloomed all around her, Princess 
|] Adora could not take time to enjoy it. She had received word from 
| |j her Rebel scouts that The Evil Horde was on the march again. 
| 4 But something else bothered Adora. She felt danger lurking—not for 
the Rebellion— but for someone else. Someone close to her. But she 


NA x 


/ 
( 


Swiftly, Spirit carried Adora to Skydancer Mountain on top of which, 
above the clouds, stood Crystal Castle. Here Light Hope has lived for 
many years. Adora unsheathed her sword and raised it high. In an 


instant, she and Spirit were transformed as she exclaimed, “For the 
Honor of Grayskull...! am She-Ra!” 
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Up! Up, Swift Wind! 
We must talk to 
Light Hope! / 


She-Ra wondered, “Could 

he have been the one | have 
feared for? Could the holder 
of the Knowledge of Truth be 


As quickly as she could, 
he-Ra leaped into her Bubble 
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She-Ra travelled many miles with no sign of Light Hope. 
Then, from out of nowhere, a stranger appeared on the 
road. “| am Netossa’ said the beautiful woman, “and 
with my net, | have captured a Horde Trooper who 

was snooping around Skydancer Mountain!” She-Ra 
was most alarmed. “Jump in’ she beckoned to Netossa, 
“more Horde troopers may lurk nearby!” 
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I'm looking forafriend \ / 
in trouble and that cape /, 
of yours could be a very KX 
useful power. Will you 


4 ad . | 
Sure! Let's go! {J* 
SA} 2 j 
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“More Horde Troopers; said 
Netossa, “and they're com- 
ing this way!” “I just know 
this is the way to go to 

find my friend, Light Hope? 
added She-Ra. “What 

will we do?” 
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A mysterious whirlwind 
whipped right through the 
Horde Troopers. She-Ra 
heard a giggling laughter 
and a pretty voice say, 


” 


Hello! 


She-Ra wondered who - or what 
this colorful whirlwind was. “1 
am Spinnerella; said the woman 
as she stopped spinning. “My 
power has dizzied those nasty L 

= Horde Troopers. They were ry 


\ { But they will 
~\ recover soon! 


WAN 


Then, you'd 
better join us! 


# With her new friends, She-Ra raced the 
| Bubble Carriage along the twisting road. 
She-Ra was now certain that the feeling 


of danger she had was for Light Hope. 
She told Netossa and Spinnerella the 
story of Light Hope and how he helped 
Princess Adora lead the Rebellion. “I am 
—4 glad | could help your friend,’ Spinnerella 
-q said. “So am 1’ smiled She-Ra as the 
4 Bubble Carriage raced onward in the 
4 search for Light Hope. 
| i (Aaa 


In the middle of Whispering Woods, She-Ra 
and her friends were stunned to see a hillside 
open before them. And, a magical voice called, 
“You have searched and you have found me” 
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As they entered, the hillside closed behind 
them as magically and mysteriously as it 
had opened. “The Horde Troopers cannot 


find us in here; said the voice. “Light Hope? 
cried She-Ra, “I’m so happy you are safe! 
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you leave 
Crystal 
Castle? 


J “You know the reason, She-Ra’ Light Hope said, “You have known it all 


| along” She-Ra smiled. “I knew someone was in danger; she admitted, 


“1 “but, when | learned it was you the Horde was after, | was afraid I'd never | 
| find you. “We are friends, She-Ra? Light Hope said, “and because of ae 
| that an inner truth guided you: 


“Why, you're right, Light Hope? said the 
Princess of Power. “I followed my heart 
and it led me right to you’ 


— 


= Loo- Kee here. 


Wasn't this adventure great? 
Now, for the moral 
of this tale: 
True friends can feel 
things about each other 
that no one else can see! 


1) If you look inside yourself, 


you'll know how true 
a aisha can be! 
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Despite having more figures than Princess of 
Power, the 1989 space-themed He-Man line 
had only four minicomics. But even though 
they were so few in number, these comics 
did a great job of introducing the reader to 
the new adventures of He-Man and Skeletor. 
As an added bonus, two of these minicomics 


featured the art of Errol McCarthy, who drew 
much of the original Masters of the Universe 


licensing artwork. His illustrations were fea- 
tured on a plethora of merchandise sold to 
fans in the early eighties. Go on the adventure 
with all four of these illustrated tales. 5 


” AD VENT URE 


Vol 1. No 1 


TRILLIONS OF MILES AND LIGHT YEARS 
AWAY FROM HE: MAN'S HOME IN CASTLE GRAYSKULL , THERE ISA 
TROUBLED STAR SYSTEM THAT NEEDS HIS HELP. MONTHS OF 
MYSTERIOUS ATTACKS HAVE PUT THE GALACTIC 


GUARDIANS OF PLANET PRIMUS IN 


* The art for both this minicomic and Battle for the Crystal was by Errol McCarthy, who was a prolific artist on the vintage MOTU toy line. 


ROGER , ASTROSUB— Wo INSIDE. THE 
I'M GOING IN— » COMMAND STARSHIP... 
WISH ME LUCKZ 


TIME , LIEUTENANT FLIPSHOT. WE. 
HAVE ‘TO FIND HE-MAN/ LEGEND 
SAYS HE IS THE ONLY ONE 
WHO CAN HELP uS 


BUT CAPTAIN HYDRON, 
WEVE BEEN 
SEARCHING THE 
WHOLE UNIVERSE— 
WILL WE. 
FIND iM? 


WE. MUST/ THE 
FUTURE OF OUR 
STAR SYSTEM 
DEPENDS ON IT/ 


CAPTAIN HYDRON AND LIEUTENANT 
FLIPSHOT LEAVE PRIMUS TO SEARCH THE 
UNIVERSE FOR ME-MAN/ AN ANCIENT 
LEGEND SAYS HE IS THE ONLY ONE WHO CAN 
© SAVE THEIR PLANET FROM THE MYSTERIOUS EVIL 
THAT IS DESTROYING THEM. OVER AND OVER THEY 
TRANSMIT A MESSAGE OF HELP AND HOPE 


THAT HE-MAN WILL ANSWER... 


SIR! IM GETTING AN 
ANSWER TO OUR TRANSMITTED 
MESSAGE TO HE:-MAN J 4 


* Hydron’s appearance without a mask came from a prototype design. 


FRIENDS , LAM HERE. ON PLANET my QUICK , FLIPSHOT— OPEN 
ETERNIA... THE CASTLE. HOLDING MY J A LASER GATE INTO 
POWER 1S UNDER — . HE-MAN'S DIMENSIONS 


P.YOU MUST TRANSFER THE 

CASTLE'S POWER TO YOUR 

SHIP....HURRY!S ALL. GOOD 4 
1S \N DANGER 7 
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HA/ 1¥AVE TRICKED THOSE 
FOOLS FROM THE FUTURE! ; i fh 
THEY THINK T AM B7/ SOON THE 
HE-MAN/ -_  * POWER OF 
y y CASTLE ‘ 
GRAYSKULL. 
WILL BE... 


MEANWHILE, INTHE CASTLE, 
THE SORCERESS APPEARS... 
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GET READY,HE-MAN.. 
You ARE ABOUT TO. 


BECOME MY... SLAVE/ 


PRINCE. ADAM— AWAKE/ 
SKELETOR HAS TRICKED 
TRAVELERS FROM THE FUTURE 

INTO STEALING THE POWERS 
OF THE UNIVERSE / 


YOU MUST STOP SKELETOR 


AND RETURN THE ce 
BY THE POWER 


a LOST TO EVIL... OF GRAYSKULL, 


L HAVE THE 
g 


yz MAN/ }S 


on 


* Adam is already using the New Adventures yellow sword before he transforms into the new space-themed He-Man costume design. 


Nl THE POWER OF - 


WAIT! SKELETOR'S EVIL 
HAS TRICKED YOU! 
S YOU'RE TOO LATE, 
PRINCE HAS-BEEN/ 
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INSECTS You'RE 
POWERLESS AGAINST MES 


7 BY THE POWER OF =, 
( GRAYSKULL I HAVE THE... 
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¢ In the minico Pr 
would keep his secret identity as Adam. 


nicomic, Prince Adam transforms into He-Man in front of Skeletor and remains in that form. But in the New Adventures cartoon, He-Man 


OF THE ANCIENTS HAS JOINED WITH THE 
TECHNOLOGY AND KNOWLEDGE 


T 
OF THE FUTURE | HE-MAN, YOU ARE THE 
ye LEGEND WE SEEK! 


HE-MAN, THIS NIGHT THE POWER AND WISDOM \ 


I AM CAPTAIN HYDRON AND THIS W I WILL HELP, BUT FIRST 
IS LIEUTENANT FLIPSHOT—OuR STAR J WE MUST RETURN THE 
SYSTEM NEEDS YOUR HELPS POWER TO CASTLE. 

: a: GRAYSKULL J 


I MUST GET TO 
THE ESCAPE PODS 


* The art suggests that Skeletor’s skull is actually skin that has ripped or decayed off his face, similar to his other body wounds. Rather than the Filma- 


tion design, which made Skeletor’s head look more like a talking skull, this minicomic art provides a possible reason for the green color surrounding 
Skeletor’s skull on the original toy. 


HE- MAN, WE CANNOT RETURN... )/” DON'T BE SAD, HE-MAN, THERE 
THE POWERS OF THE PAST AND /( 1S AWAY, BUT FIRST YOU MUST 
THE FUTURE HAVE BEEN ,—-@ GO TO THE FUTURE/ 
JOINED TOGETHER! .— 7 EVEN NOW I FEEL SOME— 

PAT Sur, sorceress, wy VL | THNG TERRIBLE |5 Warren: 


Weer PARENTS, MY FRIENDS... sige 7 Li peal peed I 
PSH WILL 1 SEE THEM AGAIN?) (CANT SEE ITS FACE 
- ‘er y - = 


- 


5000... THIS EVIL HAS 
NO FACE ? LOOK AGAIN 


SKELETOR MUST 
NOT ESCAPE. 


* The minicomic’s plot was the basis for the German and UK comic magazines, which used the same outline but tweaked the story. 
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BURS JOURNEY 


POWERS ABOARD HE-MAN'S NEW 

STARSHIP, EVIL LORD SKELETOR 

LAUNCHED THE SHIP'S ESCAPE POD 

THROLIGH THE LASER GATE ANP 
INTO THE FUTURE.., 


1 
HURRY, 4E-MAN! THE L HAVE A SAFE JOURNEY, 44 
GATE 15 CLOS/NG/ 
: ry + om", 


a go 
WAIT! we're NS 
SPIRALING O/T OF 
CONTROL! 


“YA, 


moyen 


— ZN G 

: 
WS a = : th 

\\ AS. 

| MEDICAL 
gs EMERGENCIES 
AW 
Wie N 
3 VA 7 : 
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Mean, IN THE TRI-SOLAR SYSTEM ABOVE FLANET DENEBR/A ++ 


’ I'VE FOLLOWED THE ENEMY TO THEIR 
DESERT OVER. 


MAYDAY! ASTROSUB -- PRIMUS 
IS IN DANGER... ATMOSPHERE IS 2 
THINNING,’ .. : = 


WILL RISE... Piagatdess THE CRYSTAL 


aC 


GOON! I TOLD 
YOU TO GRAB 
THE M/SS/LE... 
= NOT THE 
Di, CRYSTAL! 


BASE ON PLANET LF 
Pi (7 NEBRIA eee 7 


“e* 
ete 7 


Bur I NEED MISSILES 
wwNOT A USELESS PIECE 
OF GLASS/ 


WHAT 16 
git Mow? 


. MY SECRET 

me” WEAPON, THE TRANSFORMING 

i 6TERROCLAW |S READY. I WANT 
M\ TO DESTROY THE GALACTIC y 


GUARDIANS... 


| 


7 COMPANY. A 
GALACTIC 
ASTROSUB 


A POWERFUL HOSTAGE 

COULD PROVE USEFUL! 

ACTIVATE THE MAGNETIC 
HIM. 


MEANWHILE WE'LL GIVE 
THE ASTROSUB A CRUSHING 
WELCOME ! 


Tt MUST FIND THE CRYSTAL! 
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HE'S OVER HERE § 
YOU STARSCUM.., 
ATTACKS! 
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Fwuy are 
You HEREZ 


GRATING: 4. 
HAVE YOu 
LOCATED 


THE 
CRYSTAL? 


By __CAPTAIN HYDRON'S 
Sal ESTHCAPE POD, ITSTH... 


ON 
\ YOUR KNEES, 
NY Stave’ I 
AM ose 


ABILITY To |F 
| UNDERSTAND! 
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ERTT 
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H 
DESTRUCTIVE FORCE 
OF MY 
EVIL POWERSS 


INTERVIEW WITH ERROL McCARTHY MINICOMICS PENCILER 


Can you tell us about your background as an artist? 


I was a cartoonist from the fourth grade on and never 
got over it, even though I graduated from Art Center 
with a degree in illustration. From there it was a mas- 
ter’s degree from Cal State-LA. My master’s thesis 
was doing an underground comic. During that time, 
I was doing Hot Rod comics for Petersen Publishing 
and teaching art. After that, I started doing freelance 
art for Mattel, mainly He-Man. 


You’ve been involved in many facets of the Mas- 
ters of the Universe brand and in many ways are 
its unsung hero. You illustrated a plethora of well- 
known licensing images, figure card backs, and 
minicomics. Could you talk a bit about how you 
got involved in Masters of the Universe? 


I was brought in to Mattel by Mark Taylor, an old Art 
Center friend who was largely responsible for the 
MOTU toy line. 


How were you involved specifically? 


I was asked to do two MOTU minicomics and would 
have done more but was too busy with other toy proj- 
ects. I think Carol Lay did the next ones. 


The two minicomics you illustrated were New 
Adventures of He-Man comics, which were part of 
a sequel series to the original MOTU. The comics 
were entitled The New Adventure and Battle for 
the Crystal. Can you talk a bit about those? 


It was 1989 (I think), and Jiro Tomiyama was the art 
director. I just remember it was great fun, and then it 
was on to the next project. I always thought it was a 
shame that the comics were so small. 


Did you work on She-Ra at all? 

I don’t think I ever did a drawing of She-Ra. 

What are your memories of He-Ro and The Pow- 
ers of Grayskull? Do you have any insights as to 
where that story was going? Mattel published the 
first installment of a three-part minicomics series, 


but never published the rest. 


Sorry, | have no memories at all of these. We worked 


at top speed, just turning the crank and getting the 
work out. 


Do you remember anything about the proposed 
“Son of He-Man” series? The premise dealt with 
He-Man’s son, and also Skeletor’s evil son Skele- 
teen, who rode around on a motorcycle. 


Don’t remember either one of these, but it would 
have been fun to work on them. 


Who was your favorite MOTU character? 


It has to be Stinkor! There was a joke at Mattel that 
any word could become a MOTU character by simply 
adding -or to the word. | guess it turned out that it 
was not a joke! 


If you were to create your own brand-new Mas- 
ters of the Universe character from scratch, what 
would that character be like? 


Ihave a tendency to be kind of silly, and I like come- 
dic characters. I love Stinkor, so it would be some- 
thing along those lines. 


In addition to the two minicomics, you created 
most of the iconic licensing and card-back images 
for the brand. Could you talk a little about working 
on those? 


Like most freelancing, you get an assignment that’s 
due next Monday, and you do it. It was very enjoy- 
able, though, and I had fun doing it. 


The Power and The Honor Foundation first brought 
you to the attention of the Masters of the Uni- 
verse fan community. Was that the first time you 
became aware of the active fandom for Masters 
and for your work on the brand? 


Yes, it was! | was busy doing other stuff and not 
really paying attention, but | was delighted when 
I found out. 


You worked on some underground comics. Can 
you talk about that? 


My “underground comix” experience was limited. I 
did a handful of things for Last Gasp and a couple 
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INTERVIEW WITH ERROL McCARTHY MINICOMICS PENCILER 


F vei HAVE NO 
POWER HERE, 


WRONG AGAIN 
SKELETOR/ 


BY THE POWER 
OF ETERNIA 
I HAVE 
THE POWER/ 


zZ 


 AZZLf~l ip 


of others in the late seventies, based on my mas- 
ter’s thesis from Cal State. The thesis was about the 
then-current underground comics and their influ- 
ence. Part of the thesis was a comic book that I did 
that had all of the then-current things in it, like sex 
and drugs! They actually awarded me a master’s 
degree for it! This led to me doing just a few things 
for the publishers Last Gasp and Kitchen Sink. This, 
in turn, led to other publishers, like Larry Flynt and 
Road & Track. | was also busy doing comic book 
work for Petersen Publishing on their three com- 
ics, Hot Rod Cartoons, CYCLEtoons, and CARtoons. 
During much of this time my wife, Mitzi, and I were 
building a house in the woods and teaching in the 
local college, too! 

All of this led to Mark Taylor and Mattel; Mark 
was an old friend from our Art Center days. Mattel 
and other toy companies kept me and Mitzi busy 
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for many years. Aside from that we did drawings for 
motorcycle tech manuals. All of it was a total kick, 
especially Masters! 


What are you working on now? 


We are still a little too busy with tech drawing, but 
we enjoy it. Just for fun, I taught myself to do 3-D 
drawing. It would be fun to have a 3-D project. 
Other than that, I doa “freebie” for Comic-Con once 
a year. Sometimes they even use it. 


Any words of wisdom for aspiring artists out there? 
Just go DO it! You know if you have the ability and 


drive. Don’t let anybody tell you otherwise. A bribe 
or two along the way doesn’t hurt either! 


UN 


\ 
“ 


IAS 
| jam | : 
( | 


oD 
fe) 
Zz 
= 
$ 


Li / 
a 
= wall 
& 
ce 
1 >= 
Kor 
S 


e 
© o 


HE-MAN AND THE GALACTIC GUARDIANS ARE SPIRALING THROUGH 
SPACE IN THEIR STARSHIP AFTER FOLLOWING EVIL LORD 
SKELETOR THROUGH A LASER GATE \NTO THE FUTURE! 


° 


WE MUST TAP INTO 
» THE POWER CORE/ 


Se 


* Unlike the other three issues, this issue does not include a map of the Tri-Solar System. 


THE SORCERESS APPEARS... THE POWER SOURCE! 


HE-MAN...YOU MUST..... } BY THE POWER OF 
USE YOUR SWORD... GRAYSKULL 1 HAVE 
, R/ 


THE POWER, 


——— f i. Phot % 
w# Jd Ii <a \{ THE SWORD BRIGHTENS.... 
7 NOHEMAN... fs 

Hic NG L/ si USE THE SHIPS : 

errs Wa NA we | 


perererss ME 


—— 


CAPTAIN HYDRON/ WHAT |S 
SENDS [7 THE NAME OF THIS SHIP? 


Ss 


SHE'S NAMED FROM 
THE LEGEND, BUT... 
QUICK , CAPTAIN/ 
m= \ THE MAME/ 


STARSHIP. \ 
ETERNIA/! g 


» Sa eS SSS a 
——_ ~ at) : SSS 
ani Mh on\ =. 


BY THE POWER OF ETERNIA THE SHIP'S 
I HAVE THE POWER/ RESPONDING! 
WZ WE HAVE HER UNDER 
CONTROL AGAIN/ 


FIND SKELETOR....EVEN NOW 
HIS EVIL GROWS/ HE-MAN, 
THE FUTURE NEEDS You/ 


HE-MAN,1 MUST GO, BUT 

I WILL ALWAYS BE NEAR! 
YOU ARE THE MOST POWERFUL 
MAN IN THE UNIVERSE , ANDI 
KNOW YOU WILL USE YOUR 
POWER ONLY FOR GOOD... 


¢ Bia 
LIEUTENANT FLIPSHOT, ° FLIPSHOT PATCHES A & 
TRANSFORM STARSHIP ETERNIA CRACK IN THE HULL. 


INTO SPACE STATION MODE <" 
FOR REPAIRS / pee of 
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THANKS, HE-MAN/ 


L THINK EVERYTHING'S FIXED/ }i/f 


”... BUT THERE 1S EXTREME 

DANGER! REPEAT DANGER/ 

AM WARPING OUT OF HERE 
Now/ 


: YY ¢ 


THERE'S AN EMERGENCY 
MESSAGE. COMING THROUGH/ 


COME IN GALACTIC CITY/ 
THIS 1S THE ASTROSUB/ 
THE CRYSTAL IS ON DENEBRIA! 


HURRY, FOOLS! ¥ 


WE MUST 
STOP HIM! 


SET A COURSE FOR THE 
TRI-SOLAR SYSTEM ON THE 
DOUBLE! WE CAN INTERCEPT 


\ 


HURRY, 


IT'LL HAVE THE BOLAJET 


Wi MEET US THERE! PUNCHING 


I'M BEING FIRED ON/ 
THERE ARE 3 OF THEM/ 


THE GAME'S OVER, 
GALACTIC GARBAGE/ 


GUNS BLAZING/ - 


» Wy 
y/, A 
4 Wi 


mee HE-MAN/SOWE ieee GALACTIC CITY TO STARSHIP 
MEET AGAIN/ ETERNIA! YOU MUST FIND 
THE TRIFUSIUM CRYSTAL! 
OUR ATMOSPHERE |S 
DISINTEGRATING HURRY/ 
WE'RE DEPENDING ON You/ 


TT ELE TE 
Vv YOU WANT THE CRYSTAL, HE-MAN? 
habs anda Lee COME AND GET IT/ . 


HE-MAN, L SAW THE CRYSTAL AT WELL HAVE 
THE MUTANTS’ BASE... HERE/ | ro BEAM 
7 DOWN AND | 
» GET \T/ 


MAUWL IL IL 


i’ Wb bi; 


ATER... ON PLANET DENEBRIA. ~ BE ALERT— 
YOU CAN NEVER 


THE CRYSTAL WAS ey, TRUST SKELETOR/ 
OVER THERE / 


UH-OH/ 
WE'VE GOT 
COMPANY/ 


LOOKING FOR 


SOMETHING , HE-MAN? 


\y ne 
ata Yh 
2 a 
CER Ss 
, 
\" 
5 
Sah} . 


LOOK! THE 
BOLAJET/ 


NICE MOVE, 
FLIPSHOT! 


7 GIVE. ME THAT 
CRYSTAL, SKELETOR, 

OR PLANET PRIMUS F 

Is DOOMED/ 
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YOU HAVE NO 
POWER HERE, 


x ' 


| Za DD = . j » Z fi), oe 
‘ZZ. AZZ HANS Sey NWA 


C— RY 7 THIS ROCK | 
| nasaa wy WORTHLES 
: TO ME/ 


at 


BYE. BYE, 
HE- MAN / 


HE-MAN/ 
THE CRYSTAL/ 
WE MUST 
HURRY/ 


L2 
ora: 


YOu'LL NEVER DEFEAT y 
ME , HE-MAN/ 


HA HA HAHAHAHAHAHA, 


ts 


£ 
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Zee 
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FIRST I MUST RETURN 
THE CRYSTAL TO SAVE 
PRIMUS, SKELETOR... 
THEN WELL MEET AGAIN/ 
COUNT ON IT/ 


12 


GAEL AT 


THE DANGER TO THE ATMOSPHERE ON PLANET PRIMUS HAS REACHED 


AND THE GALACTIC GUARDIANS MUST 
RN THE TRIFUSIUM CRYSTAL TO THE CONTROL OBSERVATORY AT 


PLANET WILL BE DESTROYED... 
es 


THE TRI-SOLAR 
SYSTEM 


THE CRITICAL STAGE. HE-MAN 
RETU 


TITUS IMMEDIATELY, OR THE ENTIRE 


... BUT UNFORTUNATELY 
FOR THE GOOD PLANET, 
EVIL LORD SKELETOR 
HAS SOME DANGEROUS 

PLANS OF HIS OWN... 


This minicomic is illustrated by Bruce Timm, who worked at Filmation as a background and layout artist. 


SKELETOR AND FLOGG ESere 
HE-MAN ON DENEBRIA.. 


SO, HE-MAN, YOU'RE RETURNING HMMM, BUT TO SET MY TRAP 
THE TRIFUSIUM CRYSTAL TO TITUS? T'LL NEED TO TRANSPORT 
HA! I'LL GET THERE FIRST! 


THE TERROCLAW/ 
THEN You 


CAN DELIVER 
YOUR PRECIOUS 


\ SEND THE ASTROSUB 
WE'RE RUNNING | | AFTER SKELETOR AND | 
OUT OF TIME! YOU TAKE. CHARGE OF 
YOUR FAULT, WE MUST GET THE PRISONERS... 
EYEBRAIN/ BREATH? THE CRYSTAL TO 


THE CoSERY core WHAT 
. IMMEDIATELY. s 
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7 QUICK, CAPTAIN, 
] TO THE STARSHIP! 
WE MUST LEAVE 
FOR TITUS... 
Nows 
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UL! 
7 Yi May 


1) ( pn, 


Moi 


... MAYDAY... PLANET PRIMUS WILL 
DESTRUCT IN ONE HOUR! WE 
CANNOT MAKE. CONTACT WITH 
TITUS !... THE CONTROL 
OBSERVATORY DOES NOT ANSWER... 
REPEAT... THERE /S NO ANSWER / 


fe =A 
y His SS 


CAPTAIN HYPRON, TAKE THE ASTROSUB...| | AHE-MAN AND THE 

LT. FLIPSHOT, THE BOLAJET! MEET US GALACTIC GUARDIANS 
ON TITUS...KAYO, PREPARE FOR 

™ HYPERSPEED ! 
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a 7 < YOU'RE RIGHT 


A WHILE BEFORE, | 
ON TITUS... S 


{f GET READY \ @ 
TO ATTACK! 1. 3X 
: ~ S 

Ni et (F 


a( WE MUST DEFEND THE \7 
Fe OBSERVATORY! 
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Y OPTIKK, KEEP WS | OWNSIDE THE OBSERVATORY... 
YOUR EYE OUT | if Bitte ici 
FOR HE-MAN / 


-- COME IN, TITUS... 
COME. IN/... WHY 
DON'T YOu 

ANSWER? 


GALACTIC CITY, THIS IS TITUS. 
OUR SYSTEMS ARE BREAKING 
DOWN... CAN YOU HEAR 
ME?... WHERE IS THE 
CRYSTAL °... SEND THE CRYSTAL 
IMMEDIATELY...OR WE ALL 
ARE DOOMED! 
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THE STAR- 
SHIP_HAS 


LANDED! 


SOON THE POWER 


OF THE UNIVERSE 


TTT TT IL 


ON TITUS... ETERNIA.... 


ers = 


ABOARD THE STARSHIP TT IT SOUNDS LIKE JE gfe ay © TRANSFORM 
WHICH HAS JUST LANDED oe <= THE STARSHIP 
leo vow =f " 4 = 


SEND THE CRYSTAL ‘“ = jal; £ X 
IMMEDIATELY...OR WE Emme SO oe) 
ALL ARE DOOMED! (fae D\--——.> 9 he 


| ees into our 
\|{3ze7 +~=9GROUND BASED 
a BATTLE STATION... 


EVEN IFITAS A ¥ 
TRAP, L MUST PUT 
THE CRYSTAL 

BACK BEFORE 


GIVE UP, 
HE-MAN... YOU'RE 
DOG MEAT! 


5141 


MADE You 
BLINK! 


HA! 


Aeay,. ¥ 
wt NL Oe’ Yy, Sg 
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YOU'RE THE ONLY LOSER Ji 
_ HERE, SKELETOR! =, 


ETERNIA... 


‘ @ 


—_ 


z= 
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I HE-MAN, WE KNEW 

| YOU WOULD Do IT! 
( SAVED 

PA PRIMUS! 
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THE END---? 


YOou’LL 
NOT DEFEAT 
ME THIS TIME, 
HE-MAN! 


THINK SO, 
SKELETOR! 


One thing missing in the 2002 Masters of the 
Universe toy line was minicomics. Fans and 
collectors hoped for them, but they were never 
produced. However, fans were treated to one 
full-sized pack-in comic that paid homage to 
the vintage-minicomic storytelling style. What 
many fans don’t know is that a second pack-in 


comic was created but never released. Writ- 
ten by renowned writer Robert Kirkman, that 
second comic appears here for the first time 
ever. While they may not be minicomics, these 
two issues embody the spirit of those vintage 
pack-in tales. 


517 


In one panel of the following story, Evil-Lyn captures four characters with her magic. Those characters are based on the Four Horsemen, the sculpting 
and design team for the 2002 MOTU toy line. 


During the party scene, the creators of the comic and a couple of prominent people from the online fan community are depicted in the crowd. 
Trap Jaw’s arm being bent by He-Man is a nod to the Filmation episode “Diamond Ray of Disappearance.” 


King Randor and Queen Marlena’s designs are based on their 2002 versions, but their color schemes are from the Filmation series, as their new 
cartoon color scheme had not yet been finalized. 


Teela is seen flying a Sky Sled from the Filmation He-Man cartoon. 


<7) Vigan 


Y 


SO) -_ 


vA PLACE WHERE MYTH, 
SORCERY AND ADVANCED 
| TECHNOLOGY INTERTWINE... 


a a 


EP 
v 


«CREATING A WORLD OF 
SCIENTIFIC WONDER AND 
BARBARIC MAGIC. 


HOME TO THE 
MASTERS OF 
THE UNIVERSE! 


Hi, TEELA. IT 
LOOKS LIKE WE 
BEAT YOU TO THIS 
SHADY SPOT. 


IM NOT 
LOOKING FOR A 
SPOT! TM LOOKING 
FOR YOU! DO YOU 
REALIZE WHAT 
TIME IT IS?/? 


CMON, TEELA! 
WHY DON’T YOU 
GIVE THAT ROUTINE 
A BREAK AND 
RELAX? 


THAT ROUTINE 
DEFENDS ETERNIA! 
WHAT IF WE'RE 
ATTACKED? ARE WE 
GOING TO NAP THEM I DON’T KNOW, TEELA 


OH, 
INTO SUBMISSION? nw aveg THE FORCES OF EVIL JUST 
NEED A GOOD NA@ ESPECIALLY 
ON THIS BEAUTIFUL DAY, 


YOU SEE, 
TEELA? EVEN 
MAN-AT-ARMS 
HAS THE RIGHT 
DEA! 


NO! IT“ 
ba FOR YOUR 
COMBAT 
PRACTICE! 


FOR WHICH I 
MIGHT ADD, YOU 
ARE TWO HOURS LATE! 
BUT I SUPPOSE YOU 
FORGOT ONCE AGAIN, 
one HOW BUSY 


{/ _ ADAM IS RIGHT. THERE IS 
TIME TO WORK AND TIME TO 
RELAX. AFTER ALL, WE V 
SHOULD BE CELEBRATING THE 
PEACE TREATY BETWEEN THE 
KINGDOMS OF AVION AND 
ADREENOS. 


HMRPHI IF ir 


Ww, R MY 
FATHER, I’D HAVE YOU 
JUMPING THROUGH 
ELECTRO HOOPS RIGHT 
ABOUT NOW! 


A CELEBRATION OF 
EPIC PROPORTIONS... 
IT MAKES YOU THINK, 

DOESN'T IT? 


INDEED, TRI-KLOPS, 
THE FOOLS WILL BE SO 
BUSY WITH THEIR ACTIVITIES, 
THAT WE WILL HAVE THE 
PERFECT OPPORTUNITY TO 
MAKE AN ADVANCE! 


Y SKAAAL ANOS 


THEN WE WILL 
RULE ETERNIA! 
SKAAAI! 


NOT "WE%, 
BEAST MAN! ONLY } 
| TI WILL RULE 
ETERNIA! 


STORY: VAL STAPLES 
PENCILS: EMILIANO SANTALUCIA 
ENZA FONTANA 


INKS: MARCO FAILLA 
EMILIANO SANTALUCIA 


COLORS: Hi-Fi COLOUR DESIGN 
LETTERS: DREAMER DESIGN 
EDITOR: JEREMY FADAWER 


SKEL... 
SKELETOR! 
I HAD NO IDEA 
YOU WERE-- 


S0...A 
CELEBRATION. WITH 
THOSE FOOLS FOCUSED 
ON THEIR INSIGNIFICANT 
FESTIVITIES, WE COULD 
EASILY TAKE THE PALACE. 
ONCE I’VE CAPTURED 
THE KING AND QUEEN, 
ETERNIA WILL BE 
MINE! 


BUT WHY 
CONQUER A 
KINGDOM WHEN THE 
UNIVERSE ITSELF TEMPTS 
ME AT EVERY TURN? 
THERE IS POWER ON 
ETERNIA FAR GREATER 
THAN YOU CAN 


) & 


eer ie WELCOME STRATOS AND 
ROUND We-- ‘ BUZZ-OFF! IM SURE I SPEAK 
FOR EVERYONE WHEN T SAY WE'RE 
P a HONORED BY YOUR PRESENCE AT 

j | THIS HISTORICAL EVENT! 

a. a 1) a = THANK YOU } 


ANDOR, FOR ALL THE 
(AC OOPS! UM, ‘3 WORK YOU HAVE DONE 70 
gi) | «TM TERRIBLY BRING PEACE BETWEEN 
{ \ SORRY, SIR! OUR KINGDOMS. 


+ ' - aL 
QUITE A EE 


TURNOUT! f INDEED... BUT, 
We g I CAN’T SHAKE 
one THE FEELING THAT 

SOMETHING IS 


AGREE, 
DUNCAN? 


HAS BROUGHT OUT NOBILITY 
FROM ACROSS THE FACE OF 
ETERNIA. IN ALL MY YEARS, I’VE oe BUT WHY AM I 
NEVER SEEN SUCH A CROWD, I DON’T { TROUBLING YOU WITH 
RECOGNIZE HALF OF THE GUESTS, i f \ SUCH DETAILS? GO 
SECURITY IS HIGH, YET I STILL | 2) \\ HAVE SOME FUN. 
FEEL UNSETTLED. , | 


MOST OF THE CROWD IS THERE TO ENJOY 


THE CELEBRATION, ENGAGING IN LIGHT- 
HEARTED CONVERSATION. BUT A SMALL 
GROUP OF GUESTS HAS OTHER PLANS. 


X\ \ UMA 


TRAP JAW! 
TRI-KLOPS! BRING 
OUT THE SERVANTS 
AND SEAL THE OTHER 
ENTRANCES! MAKE 
SURE NO ONE 
ESCAPES! 


I’D TREAT WHIPLASH 
WITH A LITTLE MORE 
RESPECT IF I WERE 
YOU, RANDOR, HE HAS 
A NASTY TEMPER! 


EVIL-LYN AND 
THE REST OF 
SKELETOR’S EVIL 
WARRIORS! SOMEONE 
NEEDS TO HELP EVEN 
OUT THE ODDS... 


OF THIS 
OVERGROWN 
FURBALL! 


IT’S THE 
ME! 


SORCERESS! 
SHE IS TRYING 
TO CONTACT 


DIVERSION! PLEASE 
COME QUICKLY! 
SKELETOR IS 


MAN-AT~ARMS! 
THE SORCERESS NEEDS 


My HELP! 
WILL YOU BE ALL RIGHT { 
WITHOUT ME? \ 


TWO CAN 
ATTACKING THE CASTLE! 


PLAY THIS GAME, 
CLAWFUL! 


IE~MAN! 


Hi 


WHAT, AND 


S$ 
wo 
ER 
RS 
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HE-MAN, 
YOU MADE IT 


IM GONNA 
GIVE YOU A 
HAIRCUT YOULL 
NEVER FORGET. 


z 


~~) 


3 
>), 
all 


SURRENDER, 
nenaaaincr’ yOu 
CAN Ae OUT 


YOU CANNOT 9 
STOP ME! YOU WEAKEN 
WITH EVERY SECOND. 
AND YOUR PRECIOUS 
HE-MAN IS BUSY WITH 
OTHER MATTERS! 


CAN SAVE YOU, 
SORCERESS! AND 
SOON, GRAYSKULL 

WILL BE MINE! 


YOU WILL 
NEVER POSSESS 
THE SECRETS OF 

GRAYSKULL, 
SKELETOR! 


THINK AGAIN, 
SKELETOR! 


EVIL WILL 
NEVER CONQUER 
RAYSKULL/ NOT f= 
WHILE IM 
AROUND! 


IMPOSSIBLE! 
BEAST MAN! MER-MAN! 
TAKE CARE OF HIM AT 
ONCE! I WILL NOT BE 
STOPPED, NOT WHEN I 
AM SO CLOSE! 


DID YOU 
THINK YOU 
Ss ME? MW 


x 
CAN IMAGINE! 


YOU HAVE 
NOT SEEN THE 
LAST OF 
SKELETOR! 


THIS CANNOT 


GRAYSKULL WAS 
WITHIN MY GRASP! 
I COULD TASTE 
ITS POWER! a 


WE ARE AL! 


MAN-AT-ARMS! Y_ 
THE PALACE! 


E TO ESCAPE WITH 
THE REST OF 
SKELETOR’S 
MINIONS. 


IT’S ALL RIGHT, 
DUNCAN. THE 
IMPORTANT THING IS 
THAT PEACE HAS BEEN 
RI RED AND 


ETERNIA IS SAFE, 


NOT WHILE HEY 
HAS TO FACE THE 
MASTERS OF THE 
UNIVERSE! 
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INTERVIEW WITH VAL STAPLES 200X PACK-IN COMIC PRODUCER 


There was only one pack-in comic that came with 
figures during the 2002 Masters of the Universe 
relaunch. This comic came with the He-Man and 
Skeletor Target two-pack and features a cover by 
the legendary Neal Adams. Can you discuss how 
this comic came about? How did you go about put- 
ting it together once you were offered the job? 


I had been chasing the comic book license for the 
(then) upcoming 2002 He-Man toy line. Somewhere 
during all of that, Jeremy Padawer, brand man- 
ager of the 200X toy line, came to me and asked 
if | would be interested in producing a standalone 
comic book issue for the two-pack you described. 
Somehow I managed to impress him with the comic 
book pitches I had been relentlessly submitting . . . 
or perhaps he felt sorry for me. When he asked, I 
was not sure if | was going to be able to secure the 
comic book license. So I jumped at the chance to 
produce this pack-in book, as | thought this might 
be my only chance to ever work on a He-Man comic. 


This comic was produced before MVCreations 
acquired the comic book license. As a fan, what 
was the excitement level like at that point? 


The level was ultra high. I think that may have been 
the most excited I ever was to work on something 
for He-Man. I’m sure that was because it was the first 
time I got to work on something official for Masters 
of the Universe. After all, the main goal I had when I 
first got into comics was to do a He-Man comic. And 
that dream was coming true only a couple of years 
into my career. I think it’s safe to say the artists who 
were working for me on my pitches to Mattel, in 


particular Emiliano Santalucia, were just as excited. 
I remember the comic had this really tight turn- 
around schedule. So everyone worked at a fever pitch. 
But we were in our midtwenties and full of energy. So 
the crazy hours and demands to get it done didn’t 
deter anyone. 


The comic had a very bright, colorful vibe to it. 
It almost felt like there was a Filmation influence 
happening. Would that be accurate to say? 


I'd say the toys had more of an influence than the 
Filmation cartoon. The eighties toys were always 
the driving force for my love of colors and color 
schemes. But I wasn’t the only one responsible for 
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the colors on this particular comic. While I wanted 
to color the whole issue, I just didn’t have the time. 
So Jason Keith, who worked alongside me at Hi-Fi 
Design, helped out with the coloring. 


The minicomics were a popular part of the vintage 
toy lines. Why were there no actual minicomics 
released with figures during the MOTU relaunch? 
Was this possibility ever discussed? 


Minicomics were and still are a huge love of mine. 
If Mattel wanted to do minicomics tomorrow and 
asked me to help produce them, I wouldn't hesitate 
to say yes. So, you can bet that minicomics were 
on my mind for the 200X toy line. I actually pitched 
minicomics to Mattel while production of this pack-in 
comic and some other 200X art assets was taking 
place. I asked Emiliano to produce some pitch art for 
my concept. I whipped up some flimsy minicomic 
story involving Tri-Klops invading the Royal Palace 
of Eternos, based loosely on the vintage minicomic 
The Terror of Tri-Klops! He fights Teela, defeats her, 
and He-Man steps in to save the day. In retrospect, 
think in the vintage story it may have been a bit 
misogynistic to have Tri-Klops whacking Teela, who 
hen lies there defenseless while two men go at it. 
But at the time, my thought process was simply to 
have a fight scene with prominent characters with 
compelling visual designs. Mattel thanked me for 
he proposal, but minicomics weren’t part of their 
rollout for the line at that point in time. So the idea 
got put on the shelf. I planned to revisit the pitch 
ater in hopes Mattel would introduce minicomics 
into the toy line at a later date. Sadly, the 200X line 
didn’t last long enough for that to happen. 


There was supposed to have been another pack-in 
comic that was going to be released in a two-pack 
with Smash Blade He-Man and Spin Blade Skele- 
tor. This comic was never produced. Can you give 
some history on this unpublished comic? How did 
it come about? Why wasn’t it ever produced? What 
was the premise? 


Mattel had plans to do another two-pack in the 
spring of 2003, using the toys you listed above. | 
remember working on this soon after moving back 
to Virginia to set up the MVCreations studio. So it 
was sometime in August and September of 2002. 
Needless to say, it was another extremely tight turn- 


EVIL WILL 
NEVER CONQUER 


around in order to get it produced so it could then 
be printed and put into the two-packs in order to 
ship for spring 2003. At this point, I had secured the 
200X comic book license. | was busy writing and 
coloring the new comic, and I had Emiliano busy 
penciling it as well. | was able to get Emiliano to do 
the cover, but I turned to some others to tackle the 
art for the remainder of the project. For the story, 
my friend Robert Kirkman handled the writing. I 
think my only contribution to the script was me 
giving Robert some annoying, nitpicky fan notes. | 
really can’t remember how Robert ended up writ- 
ing it. But I do recall that Robert was getting his 
publishing career off the ground, and I helped him 
out where | could by tossing him any work that I 
had. He lettered it too, because Robert’s a lettering 
perfectionist (which is a good thing). For coloring, I 
hired my friends Booch (Brian Buccellato) and Steve 
Cobb from Hi-Fi. And for pencils, we hired Kevin 
Sharpe. Kevin’s a huge He-Man fan and he had 
showed Matt Tyree, the MVCreations art director, 
samples a couple of months earlier at a convention. 
So I brought Kevin on for this project. But the two- 
pack never got produced. I’m not sure why it didn’t 
happen. As a result, the comic never saw the light 
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of day until now. It’s a fun, done-in-one, vintage- 
mini-style story. 


Any funny stories about working on either of these 
pack-in comics? 


Only if you consider me (while working on the fall 
2002 two-pack comic) sleeping on the floor of the 
Hi-Fi studio at 2 a.m. while Jason Keith is passed 
out headfirst onto his desk as funny. Or Emiliano 
sweating away in his home in one-hundred-degree 
weather with no air conditioner, working something 
like sixteen-hour days to get the art done. I suppose 
that all sounds far more depressing and desperate 
than funny. But we were all very dedicated. Those 
were great times! I wish I could relive them. Oh wait, 
yes, remember an amusing patch job for the spring 
2003 pack-in comic. It’s one of those things that 
pops up in comics from time to time due to the gru- 
eling nature of deadlines. In page 3, panel 2, Kevin 
forgot to draw Orko talking to the king and queen. 
But we couldn’t leave Orko out since he had a line of 
dialogue. So Robert had Cory Walker draw an Orko 
that was in the same style of Kevin’s art. Then we 
patched it in. Team effort for the win! 
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GO FORTH AND J 
/ | RETRIEVE THE 
reacts! IDOL OF NORKOR 
) FoR Your 
MASTER! 
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ABOUT THIS 
A ENCHANTED 
) FOREST. 


, _ TRI-KLOPS, 
7 cut THEM DOWN. 
WE MUST DEVISE 
SOME OTHER WAY 

OF REACHING THE IDOL. 


a E @/ »-. 
ERT KIRKMAN KEVIN BRIAN BUCCELLATO 
AL STAPLES SuARPe = STEVE COBB “i, 
SToORwW ART COLOR ~- 


a 
ROBERT KIRKMAN LETTERS EDITED BY JEREMY PAOAWER l - 
“ee ey ee 1m Sn eee ore 


THE VINES GREW BACK AROUND 
THEM! SKELETOR KEPT SAYING 
SOMETHING ABOUT THE IDOL 
OF NERPCOR--NECTAR-- 
NORKOR, YEAH, 
THAT'S IT! 


SITUATION 
ae 
THE 


ANCIENTS = 
ONCE TOLP ME 
OF AN IDOL AT THE 
CENTER OF THE 
ENCHANTED 
FOREST OF 
NORKOR. 


THEY SAY 
IT POSSESSED 
AN EVIL ENERGY 


THAT ENSLAVED “A LEGEND 3 
a NATIONS OF HAS IT THAT 
ETERNIA’S IT TOOK THE 
= » PEOPLE. COMBINED POWER 


OF THE ANCIENTS 
THEMSELVES TO 
FELL THIS 
EvIL. 


IF SKELETOR 
HARNESSES THE 
EVIL OF THIS IDOL, IT 
COULD VERY WELL 
BE THE END OF 
ETERNIA, 


PRINCE ADAM 
ALONG, TO 
ASSIST 
Me. 
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BY THE 
POWER OF 
GRAYSKULL... 


WE MUST FIGURE OUT A WAY TO 
GET THROUGH THE ENCHANTED 
FOREST BEFORE SKELETOR 
REACHES THE IDOL. 
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IT WILL TAKE SOME 
TIME TO BUILD, BUT 
I THINK I HAVE A 
WEAPON IN MIND 
THAT COULD CUT 
THROUGH THAT 

a FOREST. 


THESE BLADES CAN CUT 
THROUGH ID FEET OF 
ETERNIAN STEEL LIKE 

IT WAS BUTTER. 


YES, THIS 
WILL BO NICELY. 


THAT ACCURSED 
FOREST NOW. 


TO MY 
SIDE, PANTHOR! 
WeE’VE NO TIME 

TO WASTE. 


AT LAST, 
NOTHING STANDS 
BETWEEN ME 
ANP ULTIMATE 
HE-MAN 
IS NOWHERE 
TO BE SEEN! MY 
MOMENT OF 
TRIUMPH IS 
AT HAND! 


BE GONE, 
PANTHOR! ONCE 
THE POWER OF 
NORKOR IS MINE 

TO COMMAND YOU 
ANP EVERYONE 
ELSE WILL BE 
OF LITTLE USE 
TO Me! 


THIS IS 
EASIER THAN 
I THOUGHT 
IT WOULD 
Be. 


THEN THERE IS NO 
TIME TO WASTE! 


Now 
We’LL GET TO 
SEE HOW THIS 
NEW WEAPON 

OF YOURS 
WORKS. 


WE HAVE NO 
WAY OF KNOWING 
IF SKELETOR HAS 
MADE HIS WAY TO 

THE CENTER 

ALREADY! 


WHAT MANNER OF PLANTS ARE 
THESE... THEY GROW BACK ALMOST 
AS FAST AS I CUT THEM! IF I 
DIDN’T HAVE THIS ARMOR 

I WOULD SURELY 

BE DOOMED! 


THESE 
BLADES CUT WITH 
THE FEROCITY OF A 

THOUSAND WARRIORS! 
NO SURFACE COULD 
WITHSTAND THEIR 
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HE 
ESCAPED, 
BUT DON’T 

WORRY. 


I 
HAVE THE 
IDOL RIGHT 


«AND IT’S 
EVIL HAS BEEN 
DESTROYED 
FOREVER, 


YOU’VE 


HAT IS, J 
UNTIL SKELETOR HAD QUITE AN 
PEVISES ANOTHER fk APVENTURE. 
EVIL PLAN. 


THE END. 


THE MASTERS EVEN IN 
THIS FRA THEYRE A 
NUISANCE. THIS ONE’S 
SORCERY 1S MORE 
POWERFUL THAN 

ANY ZT HAVE 


The 2008 Masters of the Universe Classics 
line offered a fun, nostalgic look back at the 
toys fans had grown up with—but updated in 
size, articulation, and detail. Yet much like the 
relaunch in 2002, this line was missing the 
pack-in minicomics. Fortunately, this changed 
in 2012 when Mattel included a three-issue 


series produced by Dark Horse and written by 
Tim Seeley. More minicomics followed in the 
Classics line, bringing the run to eight issues 
by the end of 2015. This section offers a look 
at the first three issues and provides an intro- 
duction to the Classics toy canon. 
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This minicomic is a retelling of the 1987 Powers of Grayskull minicomic, with information added from the MOTU Classics toy bios. 
Cowriter Tim Seeley is a longtime fan of He-Man. He had previously written the comic Colt Noble, which was in part a parody of MOTU. 
In the original art, Teela’s hooded robe had no eyes or falcon’s beak. They were added in the coloring stage. 

Skeletor is seen discarding his Dragon Blaster armor and chain when he enters Preternia. 


Fx SOUNPS OF BATTLE 2 

FILL THE Ale IN ETERNIA, 
AS THEY OFTEN HAVE 
THESE PAST MONTHS. 


THE HEROES OF 
ETERNIA HAVE 


BEEN CRIVEN 
UNPERGROUNDP 


NAKE MEN, . 
ANP SKELETOR’S 
EVIL WARRIORS. \f 


ANCIENTS WROTE OF 
THE RETURN OF GREAT 
KINGS IN ETERNIA’S 

TIME OF CIRE NEE... 


BY HER LAUGHTER 7 
TEELA. BRAVE 

MAN-AT-ARMS HAS 

BEEN TURNED INTO 


A SNAKE MAN BY 
DARK SORCERY. 


BUT ALL IS 
7 LOST. 


PROPHECY BECOMES REALITY AS 
KING RANDPOR ANP HIS FATHER, 
KING MIRO, RETURN FROM EXILE IN. 
THE DARK CPIMENSION, DESPONPOS. 


THE FORCES OF EVIL 
STANCE LITTLE CHANCE 


THE RENEGACE 
MASTERS ON. 


THE PROPHECY ALSO STATE? THE RETURN 
OF KINGS WOULP HERALD THE RESTITUTIO! 

OF ANOTHER GRANP PIECE OF ETERNIAN 
HISTORY: THE RETURN OF THE THREE 
TOWERS! 


GT : 1 Til 


TOGETHER THE TOWERS 
REPRESENT THE ULTIMATE 
BATTLEGROUND! 


AN lea” 
Aa 


ANP THOUGH THIS IS 
ONLY ONE BATTLE IN 
AN ONGOING WAR, 
THE MASTERS TAKE A 
MOMENT TO REMIN? 
THEMSELVES WHAT 


7 TEEL-- I’M NOT JUST 
LATER. trer A YOu YESEne AN: SORCERESS. THE CAPTAIN 
SUMMONED ANU, PLEASE, 
cme poen® W Sanea, 
SORCERESS. DIFFICULT FOR NEEDS ME MORE 
YOU. FIRST THAN EVER. I 
YOUR MOTHER, SHALL REMAIN 
AND THEN STRONG. 
MAN-AT- 
ARMS... 


I KNOW 
YOU WILL. YOU 
MAKE A GREAT 

SORCERESS. AND, 
uh, I LIKE WHAT 


YOU'VE DONE 
WITH YOUR 


ANCIENT PROPHECIES 
ARE COMING TRUE. EVEN 
NOW, THE TWO GREAT 
KINGS OF ETERNIA 

MARSHAL FORCES 

AGAINST THE HORDE 
AND THE SNAKE 


A GREAT WAR COMES. PRETERNAZ Hrttn...LEGENCS 
ONE THAT WILL DECIDE THE / TELL OF GREAT MAGIC ANP 
FATE OF NOT ONLY OUR POWER IN THESE ANCIENT 
WORLD, BUT THE UNIVERSE .. TIMES. POWER THAT MUST 
AS WELL. BUT MY SENSES I SHALL USE A SPELL BELONG TO ME! ANP WITH 
TELL ME WE ARE MISSING TO DISGUISE THE POWER MY POWERS CIMINISHE? ANP 
SOMETHING. SOMETHING SWORD. IF IT FELL INTO THE MY "BELOVED” FATHER ANP 
INTEGRAL TO OUR WRONG HANDS IN THE PAST, BROTHER RETURNEL, 
VICTORY. THERE COULD BE DIRE CONSEQUENCES. ETERNIA IS NO PLACE 
I FEEL WE ‘ NOW, THE COMBINED FORCES OF FOR SKELETOR. 
WILL FING IT NOT THE COSMIC KEY AND CENTRAL 
IN THE PRESENT OR TOWER WILL ALLOW YOU TO 
THE FUTURE. BUT IN = TRAVEL BACK IN TIME... 
a ei a ---TO PRETERNIA. 
GOODBYE FOR NOW, 
HE-MAN. I WILL BE WITH 
YOU SHOULD YOU 


NEED ME. 


"I'M SURE THE 
OBLIVIOUS IPIOT 
WON'T MIN A 
TAGALONG.” 


IT’S EVEN MORE 
AMAZING THAN 
THE LEGENDS 
DESCRIBED. 


WORLP BELONGS TO 
THE SNAKE MEN. /F 
YOU MUST ACT: IT’S 
IMPORTANT THAT 
S YOU DISGUISE 
YOURSELF 


DON’T WORRY. THE 


ONLY THING T’LL CHANGE 
IS THE EXPRESSION ON 


THESE SNAKE MEN’S 
SCALY FACES. 


PRETERNIA. 
A TIME FIVE 
MILLENNIA 
BEFORE I 
WAS BORN. 


AND EVIDENTLY QUITE A BIG 


EVEN MORE BIONOTOPS! 
HIS MEAT’LL BE 
TASTY. 


DANGEROUS... 


YOU KNOW ME 
WELL, SORCERESS. 
ANP I HAVE TO VO 
SOMETHING. 


LET ME SUGGEST 

AN ALTERNATIVE 

SNACK. HERE, I 

SOFTENED YOUR 

BUDDY UP FOR 
YOU. 


CALM DOWN, 
FRIEND. T’LL 
HAVE YOU 
OUT INA 
SECOND. 


KEEP RUNNING, 
YOU CREEPS, UNTIL 
YOU HIT THE 
CAVERNS OF 
RAKASH/ 


BE CAREFUL. MANY 
OF THE ANIMALS OF 
THIS. TIME ARE INFECTED 


WHEN THE CREATURE 
IS UNPER STRESS... 


I HAVE A FEELING 
YOU'RE GOING TO 
BE A GOOD GUY 


TO KNOW, 
BIONOTOPS. 


KING HSSSS. I SEE HE KING HSSSS! 
WAS AN INSUFFERABLE FINALLY T’VE 
BOOR IN HIS YOUTH AS - FOUND 
WELL. Al, BUT A BOOR . you! 
WHO IS LESS EXPERIENCE ji 
ANP MORE EASILY 
MANIPULATE 


WHO 
DARES 
INTERRUPT 
MEz2! 


I HAVE TRAVELED 
FAR TO SEEK YOUR 
AUDIENCE! I CAN 
ASSIST YOU IN YOUR 
BATTLE AGAINST 
THOSE ACCURSED 
MASTERS OF THE 
UNIVERSE! 


SSSSIR. A MYSTERIOUS THE UNNAMED 
SSSTRANGER DARED ONE WISHES US 
STAND AGAINST TWO TO CRUSH THIS 
OF YOUR MEN NEAR RESISTANCE 
THE VILLAGE. QUICKLY! GO, MY 
SNAKE MEN! 
DESTROY THIS 
INTERLOPER! 
THIS SKULL- 
FACED DEMON 
IS A SIGN. 


EN)! 


4 2—)))) 


Hmm. THE 
ARRIVAL OF 
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THIS VALLEY IS 
WHERE THE PALACE 
OF ETERNIA WILL 
ONE DAY STAND. 
INCREDIBLE. 


I KNOW, BIONOTOPS. 
YOU DON’T SHARE 
MY AMAZEMENT-— 


LEAVE THE 
VILLAGERS BE, 
COWARDS! IT'S ME 
YOU’/RE LOOKING 
FOR! AND I'VE 
BROUGHT AN 4 

OLD FRIEND 
OF YOURS. 


“LOOKS AS THOUGH 
MY INTERVENTION 
HAD CONSEQUENCES.” 


WHICH OF 
YOU SSSLUGS 
DARED SSSTAND 
AGAINST USSS? 
THIS LAND IS 
OURRSSS TO 


PLEASSSE! 


Ah. A 
CHALLENGE. 
FINALLY. MY 

TYRANTISAURUS 
WAS GETTING SOFT 
AND LAZY. 


ALL_WHO RESIST 
KING HSSSS_HAVE 
DIED. THE MECHA~ 
CRONE WILL 
ENSURE YOU 
JOIN THEM. 


--THAT THE 
NAME, "HERO" FUTURE 
YOUR SHORT BELONGS TO 
TALE WILL HSSSS. 
SERVE ASA 
REMINDER... 


I’M GETTING BORED }|> 
OF YOUR BRAGGING, 
HSSSS. ~ 


Sy 


MINS 


BEGONE! ARE HERE! 
RETURN TO 
THE HOLE 
YOU CRAWLED 
FROM. 


RETREAT! 
THE MASTERS 


THE MASTERS? EVEN IN 
THIS ERA THEYRE A 
NUISANCE. THIS ONE'S 
SORCERY 1S MORE 
POWERFUL THAN 
ANY I HAVE 
SEEN! 


IT’S IT WHO 
HAVE TO THANK 
YOU--huh? 


SO, 


R. F 
IRAYSKULL"! 


YOU LIVE INA 
STRANGE WORLD, 
MY FRIEND. A 
PLACE OF 
STRANGE 
ENEMIES... 


HERE, STRANGER. 
TAKE MY HAND AS 
THANKS FOR 
STANDING UP 
TO HSSSS. 
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INTERVIEW WITH TIM SEELEY MASTERS OF THE UNIVERSE CLASSIC MINICOMICS WRITER 


You’re a very versatile creator in the comics busi- 
ness. You’ve been a writer, penciler, editor, inker, 
colorist, and letterer, among other things, and you 
cocreated Hack/Slash. How did you first get into 
the comics business? 


Well, truth be told, it’s all because of a MOTU mini- 
comic. True story! The first comic book I ever got 
came with the He-Man figure | got for my fifth birth- 
day. I loved it. I read it until it fell apart. That got me 
into other comics. . . Spider-Man, Batman, Hulk. . . 
and I basically decided at age ten that I would make 
comics for a living. 

Lucky for me, I managed to get a job drawing G.I. 
Joe in 2001, and that led to a fourteen-year career. 


You’ve worked on legendary characters, such as 
Superman, Wolverine, Batman, Ant-Man, Wasp, 
and many, many more. How does He-Man com- 
pare to some of these great characters? 


I think He-Man is as much of a superhero character 
as he is a fantasy character, just like those greats 
you mentioned. He’s got all the great tropes . . . the 
secret identity which causes him no end of troubles, 
the strong moral core, and the cool superpowers. He 
also shares that incredible flexibility that comes with 
great superhero characters . . . as many iterations 
of He-Man can exist as do for Batman or Wolverine. 


Your first work on MOTU was a cover you illus- 
trated for the 2004 MVCreations Masters of the 
Universe comic book series. How did that come 
about? As a lifelong fan, what was it like getting to 
work on a MOTU-related product? 


I'd known Val Staples from the early days of 
He-Man.org, and his company MVCreations began 
publishing at Image Comics around the same time 
as the one I worked for (Devil’s Due). It took some 
convincing, but Val eventually let me draw a cover. 
I did an homage to my favorite He-Man storybook 
from when I was a kid . . . Meteor Monsters! 


Dark Horse published three minicomics for the 
modern Masters of the Universe Classics toy line. 
These three minis were a reimagining of the Pow- 
ers of Grayskull premise that was introduced to 
fans in the eighties. Can you talk about your expe- 
rience working on these minicomics? 
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had been working for Dark Horse for a while on 
various projects and I have a great friendship with DH 
editor Scott Allie. He knew | was a big He-Man fan, as 
he frequently likes to make fun of me for it. But when 
DH started talking to Mattel about new minicomics, 
was the first one he called. 

Mattel and Scott Neitlich had a lot of ideas tha 
hey wanted covered, so it was basically my job jus 
o condense them all into three minicomics. I wasn’ 
rying to reinvent the wheel or anything. I was jus 
rying to make some fun, crazy comics that I would 
as a kid. I think Wellinton 
ing all that detail into those 


have loved to have read 
Alves did a great job get 
pages. For me it was just an amazing opportunity to 
come full circle with my love for comics and MOTU. 


Skeletor had some fun lines in those minicomics. 
A few of his insults were reminiscent of his put- 
downs in the classic Filmation He-Man and the 
Masters of the Universe cartoon. Was that a con- 
scious choice on your part? Which voices do you 
hear when writing dialogue for these characters? 


Ha, yeah, | definitely heard Alan Oppenheimer when 
I wrote Skeletor. While there’s certainly a lot of room 
for interpretation, and some have successfully played 
Skeletor as more menacing, to me he’ll always be the 
impatient, sarcastic jerk from the cartoon. He’s not 
psychotic or anything . . . He’s just a guy who chose 
to surround himself with idiots that he could mock to 
make himself feel better. He just happens to look like 
a skull-headed, blue muscle man. 


You walk out the door one morning and discover 
that you’ve somehow been transported to the 
planet Eternia. What three things do you do when 
you get there? 


First, | run screaming, because OHMYGOD WHAT 
THE HELL AM I DOING ON AN ALIEN WORLD THAT 
HAS DRAGONS IN IT?! THIS IS VERY DANGEROUS! 
And then, after I calm down and realize it’s Eternia, 
I start looking around for people I don’t have action 
figures of. Because I’m a completist, and I’m going to 
need to have those. 

Third, I look up Teela, and 1 awkwardly try to tell 
her that she was the frst cartoon girl I had a crush 


on. But I inevitably say something kinda weird or 
creepy and she kicks my ass with her furry boots. & 


sa 
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* The phrase “Good journey” is a homage to the famous valediction from the 1987 Masters of the Universe live-action movie. 


A TYTUS/ COME, 
=4 YOU COWARD! 


NO 
CHALLENGE! E 
b SATE Me! {7 


WELL PLAYED, B 
STRANGER. £ 


I HAVE BEEN THE POWER 
WATCHING YOU. SWORD! RO MUST 
ANY ENEMY OF BE THE ONE WHO 
EVILS A FRIEND BROUGHT THE 
OF MINE. BLAVE TO 
ETERNIA. 


I'VE BEEN vee 
PRETERNIA 
ROING WHAT 5 NEEDS HEROES. 


CA\ 
WOULD YOu 
EVERY. INTUSTICE = FOLLOW MEZ 


TAKES ITS I HAVE 
ALLIES L’D 
PEACE. LIKE YOU 
TO MEET. 


WELCOME, 
STRANGER, TO 
HOME OF 
THE E RESISTANCE, 
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OUN? TO GO 
FOR THE SECRETS a 
OF THE CENTRAL 


I’M JUST GLAD 
I WAS HERE 
TO KICK SOME 
TAIL-- 


THIS WORLD 


AND ALL ITS 
SECRETS KNOW HE FACES 
BELONG. 


A FUTURE 
SNAKE MEN; WON TS 
BE DESTROYED %4 INVADER! | BATTLEFIELZ 
HORE! 
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THE KEY TI 
DEMISE WITH THE 
SPELL OF 
SERARATION, 
SNAKE MANZ2 


THAT'S [7 
THE. 
DEFEATING. 
THE SNAKE 

EN! 


YOU MAY 
HAVE RUN OFF 
THE SNAKES... 


FUTURE, PRESENT, 
PAST...IT ALWAYS 


AND 
HE WILL BE 
AVENGED! 
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BROTHERS 
HAS FALLEN! 


THE BATTLE 
IS OVER: MY 
KING. MISSION 
ACCOMPLISHED! 


CA 
IN THE USE OF 
THEIR SECRETS! 
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NO! NOT 
AGAIN! I 
WON'T BE 


DENIED IN 
THIS TIME 
AS WELL-— 


AWW WV, 
IN HONOR OF 
LATER. N HONOR OF 
OMRADE WE 
SHALL BUILD 
A MIGHTY 
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I MUST, 
THIS ISN‘T 
ag MY WORLD, |} 
. GOOD 
ST . 
WAIT, 
RANGER! , 


YOU WOULD 
LEAVE US? | 


fe) 
Yes. I 
I BID YOU , 
GOODBYE, 
KING 
GRAYSKULL. . 
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UNIVERSES 


INTERVIEW WITH DANIEL CHABON MASTERS OF THE UNIVERSE CLASSICS MINICOMICS EDITOR 


What led to your involvement in the comics busi- 
ness? Which accomplishment are you proudest of 
in regard to comics? 


I moved to Portland, Oregon (close to where Dark 
Horse is located), around 2008 to go to graduate 
school at Portland State University to get a master’s 
degree in their book publishing program called Ooli- 
gan Press. Before that I had always hoped to break 
into the comic book industry. My older brother 
Michael had previously been published by Dark 
Horse with a comic book series based on his charac- 
ters from The Amazing Adventures of Kavalier and Clay. 
Michael connected me with his editor, Diana Schutz, 
who put me in touch with Mike Mignola’s editor, Scott 
Allie, who hired me several months later and eventu- 
ally became my mentor in comics. My interview for 
the job was appropriately held at the H. P. Lovecraft 
Film Festival at the Hollywood Theater in Portland— 
as I was to work with Scott for several years on all the 
Hellboy and horror comics. 


Were you a fan of He-Man and Masters of the 
Universe growing up? 


Oh yeah! I had a ton of the toys. I was an eighties 
kid. I was big on Masters of the Universe, ThunderCats, 
SilverHawks, and all sorts of cartoons. 


Who is your favorite Masters of the Universe 
character and why? 


My favorite character is probably Skeletor. I loved 
Skeletor when I was a little kid. | was always big into 
the bad guys and there was something about that 
scary talking-skull face that really appealed to me. My 
favorite action figure was Modulok. 


You were the editor on the first three minicomics 
for the modern Masters of the Universe Classics toy 
line. What was the experience like? How did Dark 
Horse become involved with those minicomics? 


Mattel actually came to us initially with the proposal 
to package minicomics into their upcoming line of 
new Classics action figures, just like they used to do 
with the eighties action figures. | was excited to be 
able to edit them and assemble a creative team for 
the comic because of my nostalgia for the Filmation 
cartoon and for the action figures. 
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IN EXCHANGE 
FOR HIS FREEVOM, 
SKELETOR HAS: 
AGREED TO FIGHT 
BY OUR SIDE. 


THE BATTLE FOR, 
OUR WORLD IS HERE. 


I had previously worked with Tim Seeley on a 
comic called The Occultist, and his love for MOTU 
was pretty well known to me, so I immediately hired 
him to write the comic. The third part of those mini- 
comics (The Second Ultimate Battleground) was pretty 
challenging, just because we had those three crazy 
double-page spreads, and all those characters had to 
be drawn completely on model, so | felt bad for the 
interior artist, Wellinton Alves, but he totally rocked 
those pages in the end. 

It was also fun to receive an action igure with my 
comps of the comics. We then spent the next year 
pitching Mattel to let us do a MOTU art book. As 
soon as they had signed off on that, we immediately 
brought back Tim, this time with his brother Steve, 
which ultimately led to our production of The Art of 
He-Man and the Masters of the Universe. It took nearly 
one year to complete that book and we had a lot of 
fun in the process. 


What would happen if He-Man met Hellboy? 


They would fuse and become HeBoy. Or Hell-Man. I’d 
buy that comic! 


Why do you think fans still love Masters of the Uni- 
verse and Princess of Power today? 


The characters were all so interesting visually, and 
they translated so well from toy to TV to comic to 
film. The characters were all so strange and weird but 
maintained an element of coolness to them. They’re 
fun characters to play with, and I hope Dark Horse 
gets to do more with them in the future. 


Ee. 


sa 
| 


* This minicomic exhibits a much faster pacing than the previous two issues. A lot of time passes between certain panels. What happens during these 
gaps is sometimes revealed in the MOTU Classics toy bios. 
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COME ON! THE 


ONCE AN? FOR 
ALL. 


HONOR HAS NOTHING TO DO WITH 
IT, “MASTER.” I JUST WANTED ALL 
OF YOUR POWER FOR MYSELF!! 


LET ALL WHO HA 


Vv 
FORGOTTEN BEWARE! 


E 


SKELETOR IS THE TRUE 


LORD OF DESTRUCTI 


RI 
ON!! 


— 
@ IT’S A NICE 


YOU, MY FORMER 
APPRENTICE! 


YOUNG FOOL. YOU FORGOT MY 
MOST IMPORTANT LESSON. NEVER 


TURN YOUR BACK...ON ME...UNGH. 


I CAN_HELP MYSELF!L A 
VIRUS TO THIS BEAST 
SHALL BECOME A CURE 
FOR ME! 


I HAVE WHAT I ALWAYS 
SOUGHT! MY POWER AND 
HORDAK’S COMBINED, 
WITHOUT THE LIMITATIONS 
OF MERE FLESH! 


IT TELLS 
ME TO LEAVE 
THIS PUNY WORLD 
BEHIND. THERE IS 
GREATER POWER 
BEYOND. I WILL 


COMMAND THE 
\ ENTIRE HORDE EMPIRE! 


THIS WAR 
IS OVER, HE- 
MAN. ETERNIA IS 
YOURS. T’LL 
TAKE THE ENTIRE 
UNIVERSE! HAHA 
HAHA HAHA! 


’ Y-\ sesdedeode))..) Jp 


Bien 


IT’S NICE 


T...TUST 
KNOWING SKELETOR 
IS OUT THERE, 


VORA... L 
RESPONSIBLE. 


WHOA! DID 
SOMEONE ORDER 
A DELIVERY 
FROM SPACEZ 


WE ARE THE GALACTIC THERE’S 
PROTECTORS. WE NEEV \ |]| THAT CRACK 
YOUR HELP _IN AT OLD 
DEFEATING THE SPACE BONEHEAD 
MUTANT ARMY, AND YOU WERE 


WAYS! 
ITS NEW LEADER... 


’ SKELETOR! JE 


MOO? FOR 
SOME NEW 
ADVENTURES? 


INTERVIEW WITH SCOTT NEITLICH MASTERS OF THE UNIVERSE CLASSICS MINICOMICS WRITER 


Fans know you as the former brand manager for 
the current Masters of the Universe Classics action 
figure line. Were you a fan of the minicomics as 
a child? Do you remember your first minicomic? 
How do you feel the vintage minicomics compare 
to the current Masters of the Universe Classics toy 
line’s minicomics? 


I was definitely a huge fan of the minicomics as 
a child. In particular, I remember Masks of Power, 
the bee/insect-people issue that came with Buzz- 
Off, and The Search for Keldor, which came with 
Scare Glow. 

Comparing the new Classics minis to the vintage 
ones is a lot like comparing the current comic books 
written for adult geeks to the 1960s comics that were 
more for kids. They serve different purposes. While 
in terms of format, they are both comics included 
with toys, the depth of the stories, the art, and their 
reason for being are very different. The vintage minis 
were there to sell toys to boys and moms at mass 
retail and introduce the characters to the world (espe- 
cially before Filmation), while the Classics minis 
are designed to connect large areas of MOTU lore 
together, expand the brand for the adult collector, 
and perhaps help justify future figure executions, 
such as Spirit of Hordak or New Adventures She-Ra. 
Ultimately, I think both the vintage and Classic minis 
succeed in what they are trying to accomplish. 


You created a new mythology for the Masters of 
the Universe Classics toy-line biographies and for 
the minicomics released with some of the figures. 
The Classics mythos is an amalgam of all the previ- 
ous iterations of Masters of the Universe, Princess 
of Power, and New Adventures of He-Man, with 
new ideas implemented as well. I know you often 
say that this was done as a way to sell more fig- 
ures, but did you find the work satisfying from a 
creative standpoint? How so? 


I found working on the bios (which I wrote entirely, 
with the exception of nine of the Filmation figs, which 
the package group wrote) and all the minis (Tim 
scripted the first three based on my plots) to be one 
of the most rewarding aspects of working on Clas- 
sics. Honestly, | never imagined getting as deep as 
we did. (Well, you can really say that about the whole 
line!) But getting to finish telling the master story 
line created for the bio canon with the three remain- 
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I_HAVE BEEN 
WATCHING YOU. 
ANY ENEMY OF 
EVILIS 
OF 


ing 2015 minis was above and beyond what | ever 
expected to accomplish. While the bio and minis first 
and foremost were designed to help sell the Classics 
toys (by introducing concepts like Demo-Man or the 
Fighting Foe Men in bios first to seed interest in even- 
tual Classics figures), getting to use the bio and minis 
to also connect large areas of existing canon was 
a huge thrill. | was crushed when Club 200X ended 
prematurely, and getting to finish telling that story 
based on notes from Dean and Ian and connecting 
it to New Adventures and “Dare: SOHM” stories was 
beyond my expectations when we started this grand 
experiment. [Interviewer’s note: Dean Stefan was the 
lead story editor for the 2002 He-Man and the Mas- 
ters of the Universe cartoon from Mike Young Produc- 
tions. Ian Richter was director of entertainment devel- 
opment at Mattel during the cartoon’s run. “SOHM” 
refers to the “Son of He-Man” cartoon pitches that were 
never produced. ] 


INTERVIEW WITH SCOTT NEITLICH 


MASTERS OF THE UNIVERSE CLASSICS MINICOMICS WRITER 


While at Mattel, you located a sparse outline 
which contained some information about how the 
rest of the unproduced vintage Powers of Gray- 
skull minicomics story line would have played 
out. Could you discuss this outline? What was in 
Wit, specifically? 


From what I recall, He-Man and He-Ro team up to 
fight the Snake Men, and He-Ro teaches He-Man the 
secret to defeating the Snake Men (but whatever that 
secret was, it was not spelled out). It also included 
notes that the dinos and giants would be heavily fea- 
tured. It was a very loose outline created by Tim Kil- 
pin that was designed to introduce the new toys and 
give them background stories to basically justify the 
1987 line extension. 


In the minicomics produced by Dark Horse, you 
reimagined the Powers of Grayskull story line, 
which took place in ancient Preternia. In the mod- 
ern Masters of the Universe Classics story, King 
Grayskull and He-Ro are contemporaries. In the 
vintage mythology, He-Ro was going to be He-Man 
and She-Ra’s ancestor, and in the 2002 revival of 
the brand, King Grayskull was the ancestor. Could 
you talk a bit about reworking both characters 
in the story? 


Basically, when we started Classics, the biggest goal 
was to justify the greatest number of potential toys as 
possible and use the bios and eventual minicomics 
to help tell the story of this all-inclusive world. Under 


that premise, it was clear that we wanted a “universe” 


KIN 
GRAYSKULL.“” 


f 


MY ANCESTOR! 
TEELA WAS RIGHT 
RECOMMEND 
THIS PISGUISE. 
THIS COLLP 


“Son of He-Man” figures. 


that would allow the greatest number of MOTU char- 
acters to exist. Therefore, keeping He-Ro and King 
Grayskull (both introduced as “ancestor” characters 
in previous canons) as separate characters (to sell 
toys of both) was a goal. I very much wanted to main- 
tain the importance of both King Grayskull and He-Ro 
and tie them both to He-Man’s origin, so the idea of 
making Grayskull the blood relative and He-Ro the 
original owner of the sword was a great compromise 
that kept both characters unique and maintained 
their importance to He-Man’s origins without com- 
promising or diluting one or the other. 


In the Classics canon, He-Ro is described as a 
“cosmic warrior,” as opposed to a “cosmic enforcer.” 
What is the difference between a cosmic warrior 
and a cosmic enforcer? Were there other cosmic 
warriors? 


The idea was there was one cosmic warrior, who 
wielded the sword and was basically the general, and 
many enforcers (like Zodac), who were like the cops 
on the cosmic corner. 


Two series bibles exist for two proposed “Son of 
He-Man” cartoons, though neither was ultimately 
produced. You are credited with reviving the “Son 
of He-Man” concept and including it in the Clas- 
sics canon. Some fans have embraced the idea, 
while others have rejected it, saying that He-Man 
and Skeletor should not be replaced by their sons. 
Could you address this concern? 


Well, as you noted, | didn’t create Dare or Skele- 
teen; both came from vintage material, and as noted 
above, a major goal of the Classics canon was to cre- 
ate a world that would allow the greatest number of 
characters to exist and therefore the greatest number 
of potential toys, which logically includes the “Son of 
He-Man” concepts. After all, we didn’t want to jus 
leave this vintage concept on the floor. If you don’ 
care for it, you can simply not purchase any potentia 


Having the next generation of heroes and villains 
just expands the collector line. In no way was this 
meant to replace or dilute the importance of He-Man 
and Skeletor. The new characters just offer more 
spice and variety; they are not meant to cancel out 
anyone else. i 
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UNPUBLISHED MATERIAL 


IT ISN'T LONG BEFORE HE-MAN HAS HIS 
ANSWER... 


” 
Y Yi 


Fans rarely see what goes on behind the _ ested in these pieces of the development pro- 
scenes of many properties. But when a look cess. This section provides a look at two such 
into a brand’s creation is offered, some inter- items: a minicomic that was illustrated but not 
esting things are discovered. Regardless of the — published, and a script for a minicomic that 
quality of the content, collectors are still inter- | seemingly never made it to production. 5 
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LOCATING TERROR ISLAND! 


QUEEN FROM 
YOUR SPELL, 
EVIL ONE! 


STAND BACK, 
HE-MAN! YOU 
ARE TOO LATE! 


Back in 2005 I was randomly browsing the Internet 
and stumbled upon a website selling comic book 
artwork. Imagine my surprise and confusion when | 
discovered the original artwork for a Masters of the 
Universe minicomic that I did not recognize a single 
page from. 

Once the pages arrived I asked around the He-Man 
and She-Ra community, hoping that someone had 
maybe heard of this unpublished minicomic. But not 
a single person had any idea what I was talking about. 
Some even thought I’d gone mad. 

The fact that it is previously unpublished is not the 
only unique aspect of this minicomic. The story itself 
has a few aspects that are rather notable. One of them 
is the appearance of Snake Mountain’s resident witch, 
Evil-Lyn! As you read through all the minicomics fea- 
tured in this book, you will notice that Evil-Lyn was 
dramatically underused. Thankfully, in this story, she 
not only plays an important part in the plot, but she 
also goes toe to toe with the most powerful man in 
the universe! 

Another interesting thing we witness in this mini- 
comic is that both Rattlor and Tung Lashor are work- 
ing for Skeletor! The affiliation of the Snake Men 


HAS FAILED... AND 
SO WILL YOURS! 


THE MOON HAS RISEN 

AND WITH IT, YOU 

HAVE LOST YOUR 
QUEEN FOREVER! 


SAY THE LAST WORDS 
OF MY SPELL... 


appeared to be in some doubt during the develop- 
ment of these particular action figures. For this rea- 
son we also saw Rattlor and Tung Lashor occasionally 
wor 
One of the things that people often ask me is 


ing for Skeletor in the Filmation cartoon! 


“Why did this minicomic never see publication?” 
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Sadly, even after having spoken to the writer and 

editor (some thirty years removed from their 
on the book), we know very little. However, we 

speculate! 

he minicomic appears to be a vehicle for the Fly- 

an action figure. It’s possible that once 


written, it was felt that it wasn’t strong 


ing Fists He- 
the story was 
enough to promote the newest He-Man variant. The 
fact that Rattlor and Tung Lashor were working for 
Skeletor may 

There’s a st 
why this minicomic failed to appear in our collections. 
But don’t let that upset you... 

Be prepared to enjoy Return from Terror Island!, an 


have also been an issue. 
rong possibility that we’ll never find out 


exciting piece of Masters of the Universe history! 


James Eatock 
JamesEatock.com 


Ww 
” 
oc 
LL 
> 
z 
=) 


an S\N 


| y 


AWN 
Mi 


( 
| 


/ 


NDE 


/ 


UA 


v 
4 ot 
4G 


4) 


AR 
RK 


RO 


JRN 


LM 
ait 


“TER 


ry 
NY 
= 


—_£, 


NG 


mA “yy \ 
agtke 
hl Ft . 


AVY 


eS 


593 


\# ¥ ci a al a 

Sag \T IS NIGHTFALL... WITHIN THE ROYAL PALACE OF ETERNIA, 
ALL ARE ASLEEP. ONLY EVIL-LYN-- SKELETOR'S EVIL SORCERESS 
STALKS THE PALACE HALLS AND CREEPS INTO THE QUEEN'S 
eT [Preteen mv 

i 4 PRETTY QUEEN, 


a sT” s SLEEP... : 


Festa 


lee 


AN WHILE YET THE FULL MOON 
DOES GLOW, L CAST MY 
SPELL OF INVISIBILITY 


BY THE RISING 

OF THE MOON, 
DARK SPIRITS L 
CALL UPON QUEEN 

MARLENA TO 
DISAPPEAR... ON 
TOMORROW'S MOON- 
RISE, SHE WILL 

BE GONE! 


LN 

an 7d 

PRODUCED EXCLUSIVELY FOR MATTEL BY: WRITER- ERIC FRYDLER, 
PENCILER- JIM MITCHELL, INKER- STEVE MITCHELL, 
LETTERER- STAN SAKAI, COLORIST- CHARLES SIMPSON, 


EDITOR- LEE NORDLING, ART DIRECTOR- RON COOK 
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ion ee ME CTT i a as a yl fi 
EVIL-LYN ENTERS YET ANOTHER CHAMB INCE. ADAM'S! FEN 4 


¥ 


s J 


Ber Z (7. SPREADING HER LONG 
~~ Ulan y A 


Bin aa 


it 


——— ee ZB FINGERS ON HIS BROW... 
SHE CAUSES HIM TO HAVE 
A FRIGHTENING DREAM / 


I AM SKELETOR! AND 
YOU, QUEEN MARLENA, 


PRINCE ADAM AWAKENS FROM HIS 
NIGHTMARE VERY CONCERNED 
ABOUT THE QUEEN'S WELFARE! 


aa 


pA WHAT A 
HORRIBLE. 
NIGHTMARE! 


TRAPPED HERE 
FOREVER ON 
TERROR ISLAND! 


SKELETOR HOLDS THE 
QUEEN PRISONER ON 
TERROR ISLAND! 


WHEN THINGS SEEM 
THEIR BLEAKEST... 
DON'T FORGET... 


Ne vy 


we NS POWER! / 
SSF) CARE 


Ww : YN UN 
\NZIG//; > 


= 


THANK YOu, 
SORCERESS! 


AND THE MIGHTY 
THREE-HEADED MACE AND 
YOUR SPINNING SHIELD 
IMBUED WITH THE MYSTICAL 
FORCES OF THE ANCIENT ONES! 


EV 
©)| | THOUGH I MAY N% 
BE FAR FROM YOU, 
I WILL HAVE YOUR 
FORCE BESIDE. ME! 


MY JET SLED ; DRIVEN BY INCREDIBLE COSMIC ENERGY, 

; THE JET SLED SKIMS ACROSS THE 
TERRAIN, CARRYING HE-MAN TO AN 
INEVITABLE ENCOUNTER ! 


as 


* The Sorceress bestows He-Man with a three-headed mace and spinning shield, suggesting that this minicomic may have been planned to be packaged 
with Flying Fists He-Man. This story of He-Man receiving these weapons is different in the actual mini-comic “The Flying Fists of Power”. 


MEANWHILE, ON TERROR ISLAND, SKELETOR WAITS 
HIGH UP ON A SMOKING VOLCANO. SUDDENLY, 


Mey THERE HE 
1955! I SSSEE 
HE- MAN! 


g WE CAN USE 
7 THE WINDOW OF 
SPIRITS TO SEE 
HE-MAN! 


BELIEVES QUEEN Vg aie = ¥ { 
MARLENA |S HERE! = . OW hr = d | 
SOON QUEEN MARLENA 


WILL DISAPPEAR FOR 
oop! 


YES, HE'S FLYING 
RIGHT INTO OUR 
TRAP! 


RATTLOR, GO DOWN AND 
OREET OUR UNSUSPECTING 
EST! 


THE VOLCANO 
AND MAKES READY 
HIS AMBUSH J 


WITHOUT HIS 
\ FRIENDS HERE 
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\N SEARCH OF QUEEN MARLENA, HE-MAN 1S UNAWARE THAT A PAIR OF EVIL 
EYES ARE WATCHING HIM... biota FOR THE RIGHT MOMENT TO... 


rat 


a 


RATTLOR'S SNEAK ATTACK CATCHES 
HE-MAN TOTALLY BY SURPRISE ! 
On 


ONLY THE HEROIC WARRIOR'S 
LIGHTNING-QUICK REFLEXES 
AND SPINNING SHIELD SAVE HIM! 


HE-MAN, YOU 
ARE FINISHED! 
GIVE UP! L 

WILL BE, 
MERSSSIFUL: 


IF YOU'RE. GOING 
TO BE MERCIFUL, 
THEN TELL ME 
WHERE QUEEN 
MARLENA 1S/ 


WHEW! THAT WAS 
TOO CLOSE FOR 
COMFORT! _ 


ANN NAY 


BO 
q 


IT'S NOT 


POLITE TO LEAVE. 

IN THE MIDDLE 
OF A 

CONVERSATIO 


IT ISN'T LONG BEFORE HE-MAN HAS HIS 
ANSWER... 


RATTLOR RETREATS 
BEHIND A ROCK AND 
PREPARES TO STRIKE |] 
AGAIN £ 


RATTLOR'S BATTLE RATTLE! 


WITH A SWING OF HIS MIGHTY ARM, 
HE-MAN HURLS HIS BATTLE MACE 
AT THE ROCKY LEDGE. 


WELL, TUNG LASHOR 50, HE-MAN, YOU WANT 
YOUR SLITHERING | BE WARNED, QUEEN MARLENA! 


SIDEKICK HAS SKELETOR, I AM EVIL-LYN HAS HER 


LOSING MY DER HER SPELL 
[aN PATIENCE! 4 BACK IN THE 


PALACE ! 


IS QUEEN ¥Z 
MARLENA?/ “ 


Fae, 
Ee _' 


Bia oe 
WAS RIGHT UNDER 
Mig YOUR NOSE! 
Z WILL DEAL y THERE'S NOTHING 
YOU CAN DO TO 
SAVE HER! 


YOU WON'T STAND 


SKELETOR COMMANDS 
HIS HAVOC STAFF! y 


YW) 


/ 


i} 
/ 
4 
« 


fe 


soe . 
eae 
THE FISSURE CLOSES : 
ON HE-MAN'S LEGS! 


LA, 


LASHOR, , 
GOOD-BYE TO 
/ r, ae (| 
THIS LAVA 1S . 
HARD AS A ROCK Ss 
YY \. BUT IT WON'T STOP ME! ¥ 


L HAVEN'T FOGOTTEN 1 CALL UPON 
THE WORDS OF THE 
SORCERESS! 7 


IN AN INSTANT, HE-MAN| 
1S ENDOWED WITH THE 
INCREDIBLE FORCE OF 
THE SUPER ENERGY 
FLYING FISTS! FR 


THE GROUND 
OPENS! 


Q 


\ 
e 
N 


e 
Hr 
fs 


By 


4, 


aA 
-, 


WITH A VENGEANCE, SKELETOR HURLS 
DESTRUCTIVE ENERGY DARTS AT HE-MAN! 


In SA He) 
ins <4 \ ; 
“TAKE THAT, 7 RK’ \S ys; 
Ca ea 7 ye my «417 

V a Ny 7 MY SPINNING 


y 


Y SHIELD IS MORE THAN 
A MATCH FOR YOUR 
POWERS, SKELETOR! 


YOU MAY LOSE YET, HE-MAN/ IN A 
FEW HOURS IT WILL BE DARK AGAIN 
AND EVIL-LYN'S SPELL OF INVISIBILITY 
WILL MAKE QUEEN MA 

DISAPPEAR... 


REPELLED BY HE-MAN'S SPINNING 
SHIELD, THE ENERGY DARTS STUN TIME. IS SHORT! I 


SKELETOR AW QW) WU cage Se esd, TO 
XN y, . 
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THERE WILL BE 
ANOTHER TIME, 
HE-MAN! 
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SOON SKELETOR 
WILL RETURN AND 


THE RIGHTFUL QUEEN J 
OF ETERNIA! 7) 


ay be-man! iv 
a CANNOT BE! 
© © fhi 


N 


25 HAS FAILED... AND 
7 NSO WILL YOURS! 


THE. MOON HAS RISEN 
AND WITH IT, YOU 
HAVE LOST YOUR 
QUEEN FOREVER! Y 
1 


SS 


NEED DO IS 
SAY THE LAST WORDS 
OF MY SPELL... 


f{ I'M NOT AFRAID 
OF YOUR MAGIC, 
EVIL-LYN! 


Y THE. SPINNING 
SHIELD IMBUED 
WITH THE 
ANCIENT POWER! (\3] 


SENSING SHE HAS LOST, 
EVIE-LYN ESCAPES INTO 
THE NIGHT! 


TO THE GIFTS 
GIVEN TO ME 
BY 


THE SPELL IS 
BROKEN! 


THEY SOUNDED 
LIKE SKELETOR AND 
EVIL-LYN / 


Z_ stil 


YOU WERE UNDER ®& 
ty / 4, A POWERFUL SPELL, A 
ay’ Ga MY QUEEN! 


WITH A LITTLE HELP 

FROM MY FRIENDS, 

EVEN SKELETOR 

AND EVIL-LYN CAN 
BE DEFEATED! 


WE ALL ae 
NEED OUR FRIENDS’ Jae 
b> HELP SOMETIMES | aa 
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THE FAKER MINICOMIC THAT NEVER CAME TO PASS 


MASTERS OF THE UNIVERSE 


RING OF DREAMS 
Written by 


Michael Halperin 


Even after thirty years, long-lost pieces of Masters 
of the Universe history continue to be unearthed. 
Thanks to writer Michael Halperin, fans can now get 
a look at Ring of Dreams, a script for an unproduced 
Masters of the Universe minicomic. Ring of Dreams 
prominently features He-Man’s evil doppelganger 
Faker, as well as Queen Marlena. 

Michael Halperin says, “I wrote fourteen minicom- 
ics, including Ring of Dreams. As with many publish- 
ing, TV, and film projects, some were shelved. Ten 
were published. Mattel apparently wanted to use 
Ring in order to promote Faker, since there was little 
out about the character. They rarely suggested story 
lines. The company trusted me to keep the franchise 
honest. They made suggestions relating to the inclu- 
sion of a particular character, weapon, or vehicle that 
they wished to promote in the toy line. Stories were 
developed under my consultation with Filmation 
and later Mike Young Productions. Maintaining con- 
sistency was the goal throughout my tenure. Ring of 
Dreams may have been adapted from one of the TV 
episodes, or | may have come up with the idea on my 
own. After all this time, I can’t recall.” 

Since Halperin worked on what are popularly 
known as the “series 3” minicomics, it’s possible 
that Ring of Dreams would have been packaged with 
a refresh of the Faker action figure. However, because 
Mattel discontinued Faker until his big rerelease in 
1987, the minicomic may have been scrapped for 
this reason. 
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Interestingly, there are notable differences between 
some of Halperin’s scripts and the minicomics that 
were published. For example, Temple of Darkness!, 
which was based on the He-Man Filmation cartoon 
episode “Temple of the Sun,” was originally enti- 
tled Temple of Nepthu and featured the one-off Film- 
ation cartoon villain Nepthu as the primary antago- 
nist. It seems a Mattel copywriter revised the story 
after Halperin submitted the script and replaced 
Nepthu with Skeletor (according to He-Man.org, the 
Mattel copywriter in question was Tina Harris). In 
another example, the cosmic enforcer Zodac was 
originally intended to stand side by side with He-Man 
and the Sorceress in the opening scene of The Secret 
Liquid of Life! The character is not present in the final 
minicomic, however. Most mind boggling of all is the 
name-change game that happened in the minicomic 
Slave City!, which was based on the He-Man Film- 
ation cartoon episode “A Tale of Two Cities.” In the 
cartoon episode, the villains are Queen Balina and 
the wizard Draca. The minicomic script features 
Draca as the main villain. Queen Balina is nowhere 
to be seen. However, a Mattel copywriter apparently 
changed Draca into Zodac, who was then changed 
yet again, according to editor Lee Nordling—this time 
into Lodar! 

Thank you to Michael Halperin for sharing the 
script for Ring of Dreams. Enjoy! 


Danielle Gelehrter 


June 16, 1983 


MASTERS OF THE UNIVERSE 


RING OF DREAMS 
Written by 


Michael Halperin 
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MASTERS OF THE UNIVERSE - Comic Book A: Ot 7 
TITLE: RING OF DREAMS 


NARRATIVE ACTION 


Hi CAN IT BE TRUE? HAS INT. SNAKE MOUNTAIN 
Skeletor gives Faker a beautiful gold 


SKELETOR FINALLY SEEN THE ERROR ring set with a fiery green stone. 


OF HIS WAYS? IF NOT, THEN WHY 

IS HE GIVING HE-MAN A GIFT FOR 
THE QUEEN? 

SKELETOR (BALLOON) 

THIS IS A VERY SPECIAL RING 

MADE BY THE DWARVES OF THE MYSTIC 
MOUNTAINS. GIVE IT TO QUEEN 
MARLENA WITH MY BEST COMP- 
LIMENTS. HA! HA! HA! 


2. IN THE PALACE OF ETERNIA, INT. PALACE THRONE ROOM 
Faker gives the ring to the Queen 
"HE-MAN" PLACES THE RING ON who is very taken with it. Observing 
all this is Teela, Man At Arms, and 
THE QUEEN'S FINGER. the King. 


QUEEN (BALLOON) 

WHY, HE-MAN, HOW KIND OF YOU. 
IT'S BEAUTIFUL. 

MAN-AT-ARMS (BALLOON) 

THAT RING REMINDS ME OF THE 
KIND OF WORK THE DWARVES DO. 
FAKER (BALLOON) 

YOU GUESSED IT, MAN-AT-ARMS. 
THAT'S WHERE I GOT IT. 


3A. FAKER (BALLOON) INT. SNAKE MOUNTAIN 
Faker reports back to a very gleeful 
THE DEED IS DONE, SKELETOR. Skeletor. 
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MASTERS OF THE UNIVERSE - Comic Boook 


TITLE: RING OF DREAMS 


2 of 7 


NARRATIVE 


3A. (CONTINUED) 
SKELETOR (BALLOON) 


YOU'VE DONE WELL, FAKER. NOW 
WE'LL WAIT FOR HER DREAMS. 


3B. THAT NIGHT, AS THE QUEEN 
SLEPT AND DREAMED --- 

QUEEN (BALLOON) 

MONSTERS!! MONSTERS!!! ! 

3C. TEELA (BALLOON) 


GUARDS, TO THE GATE! 
GLABREZU 
HOWL! SNARL!! GNASH!!! 


4a. HE-MAN (BALLOON) 

THIS IS NO ORDINARY DEMON, BUT 
SOMETHING OUT OF A NIGHTMARE! 
BATTLE CAT (BALLOON) 

LET ME GET MY TEETH INTO 

IT! 


4B. TEELA (BALLOON) 

IT'S GONE! WHAT HAPPENED? 
HE-MAN (BALLOON) 

SOME KIND OF SORCERY AND 

MY SWORD OF POWER MADE SHORT 
WORK OF IT. THERE'S ONLY 


ONE PERSON WHO CAN GIVE 
US THE CAUSE. 


ACTION 


INT. QUEEN'S BEDCHAMBER 

She dreams a horrible dream as the 
evil GLABREZU tries to smash its 
way into the palace. She cries 
out in terror. 


EXT. THE PALACE 

Indeed, her-dream has come true 
and the Glabrezu smashes and 
crashes against the gates of the 
palace. Teela and Man At Arms 
roust the guards and go against 
its 


He Man rides in with Battle Cat 
and they both take after the foul 
beast. He Man wields the Sword of 
Power while Battle Cat leaps upon 
the monster. 


The Glabrezu begins to dissolve into 
thin air as He Man's sword slashes 
into it and Battle Cat falls with 

a thump to the ground. Teela and 

Man At Arms are amazed. 
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MASTERS OF THE UNIVERSE - Comic Book 3-01 Z 


TITLE: RING OF DREAMS 


NARRATIVE 


ACTION 


4B. (CONTINUED) 
MAN-AT-ARMS (BALLOON) 


OF COURSE, THE SORCERESS!! 
5. SORCERESS (BALLOON) 

I SEE, IN THE MAGIC MIST, 

A RING -- A MAGIC RING MADE 

BY THE. DWARVES OF THE MYSTIC 
MOUNTAINS. IT IS THE RING OF 
DREAMS, HE-MAN. THE DREAMS OF 
THE PERSON WHO WEARS IT WILL 
COME TRUE! 

TEELA (BALLOON) 


INT. GRAYSKULL 

The Sorceress looks into the Magic 
Mist and sees the ring upon the 
Queen's finger. Other pictures 
surround it. OF dwarves and the 
Mystic Mountains. Teela, He Man, 
Man At Arms and Battle Cat look 
on. 


THAT'S THE RING YOU GAVE THE QUEEN, 


HE-MAN! 

HE-MAN (BALLOON) 

I GAVE HER NO RING! 
MAN-AT-ARMS (BALLOON) 


FAKER! AND THAT FIEND, SKELETOR! 


6A. AND THAT NIGHT, THE QUEEN 
DREAMS ONCE MORE --- 

[DREAM BALLOON 

HE-MAN (BALLOON) 

WHAT'S HAPPENING TO ME? MY 
POWERS ARE ALL GONE! 
SKELETOR (BALLOON) 


AND YOU ARE ALL MINE, HERO!] 


INT. QUEEN'S BEDCHAMBER 

The queen dreams once more. In the 
dream balloon we see He Man locked in 
a cage in Snake Mountain with Skeletor 
gleefully laughing. 
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MASTERS OF THE UNIVERSE - Comic Book 


4 of 7 


TITLE: RING OF DREAMS 
NARRATIVE ~ ACTION ©... 
- INT. SNAKE MOUNTAIN 
> The dream has come true. He Man 
at ae Tee DERE nee Bae "d finds himself locked in a cage 


GET HERE? 
SKELETOR (BALLOON) 
LET'S SAY I JUST DREAMED IT UP. 


FAKER, BEAST MAN, EVIL-LYN, 
TRI-KLOPS, LET'S GO. WE HAVE 
WORK TO DO. HEH! HEH! HEH! 
6C. HE-MAN (BALLOON) 


ORDINARY BARS AND I DON'T HAVE 
THE STRENGTH TO BEND THEM. THE 


QUEEN MUST HAVE DREAMED THIS! 


Le 
MY MAGIC WILL DESTROY THE PALACE 


EVIL-LYN (BALLOON) 


GATES! 
MAN-AT-ARMS (BALLOON) 


WE'RE ATTACKED. TO ARMS!! 
SKELETOR (BALLOON) 

WITH HE-MAN OUT OF THE WAY, THIS 
WILL BE LIKE STEALING CANDY FROM 
A BABY!! 

[SOUND EFFECTS] 
SLAM! CRACKLE! ! 


CRASH! ZAP! 


8. BEAST MAN (BALLOON) 
LET'S SEE YOU GET AWAY FROM 
MY STUN WHIP!! 


SNARL! GROWL! 


TEELA (BALLOON) 
TASTE A LITTLE OF THIS, FIRST! 


in Skeletor's lair while Skeletor 
gloats along with his evil minions: 
Evil-Lyn, Beast Man and Tri-Klops. 


He Man attempts to bend the bars, but 


his strength is gone. 


EXT. THE PALACE 

Skeletor and Evil-Lyn fire magic 
bolts at the palace while Beast Man 
and Tri-Klops make a frontal assault 
with their evil machines. Teela 

and Man At Arms go out with their 
guards to stop tne attack. 


Beast Man tries to use his stun 

whip against Teela who wards him of f 
with her staff while Man At Arms 
rips open Faker's control panel and 
pulls out some wires. But Skeletor 
and Evil-Lyn pour in the magic 
driving the heroes back. 
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MASTERS OF THE UNIVERSE - Comic Book 


TITLE: RING OF DREAMS 


NARRA TON 


5 of 7 


8. (CONTINUED) 


MAN-AT-ARMS (BALLOON) 
WE'LL GIVE YOU A FIX, FAKER! 
FAKER (BALLOON) 

OH! N-N-N-00000! 
SKELETOR (BALLOON) 
EVIL-LYN, GIVE THEM A 
DOUBLE MAGIC BLAST!! 
EVIL-LYN (BALLOON) 

NOW! HA! 


HA! HA! 


QA. HIGH ABOVE THE PALACE, ZOAR, 
THE FALCON FLIES. 

ZOAR (BALLOON) 
QUEEN MARLENA, DREAM OF HE-MAN'S 
POWER. 

9B. [DREAM BALLOON: 
HE-MAN (BALLOON) 

I HAVE MY POWER BACK! 
9C. HE-MAN (BALLOON) 

I FEEL THE POWER SURGING 
THROUGH ME. NOW FOR THESE 
BARS! 

[SOUND] 


CRUNCH! 


BEND! 


10. SKELETOR (BALLOON) 


WE'VE DRIVEN THEM BACK, BACK!! 


HE-MAN (BALLOON) 
NOT SO FAST, FOUL DEVIL OF 


DESTRUCTION?! 


ZOAR flies above the palace and 
telepathically sends a message to 
the Queen. 


INT. THE PALACE 

In a safe place the Queen falls into 
a sle2p and in the dream balloon, 

He Man regains his strength. 


INT. SNAKE MOUNTAIN 

He Man does regain his strength and 
pulls apart the bars of the cell. 
He's free. 


INT. THE PALACE 

The guards are driven back against 

a wall. Teela and Man At Arms fight 
gamely, but the Lords of Destruction 
magic is too much. Then He Man and 
Battle Cat come crashing through the 


wall right on top of them. Tri Klops 
goes after He Man. 
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MASTERS OF THE UNIVERSE - Comic Book 


TITLE: RING OF DREAMS 
NAR 


6 of 7 


10. (CONTINUED) 

EVIL-LYN (BALLOON) 

HE-MAN! J] THOUGHT YOU TOOK CARE 
OF HIM!! 

TRI-KLOPS (BALLOON) 


LET ME AT HIM!! 


441A. HE-MAN (BALLOON) 

BACK, YOU SLAVE OF EVIL! 
[SOUND] 

POW! PUNCH!! 

11B. SKELETOR (BALLOON) 
EVIL-LYN, AT HIM!! 

HE-MAN (BALLOON) 

WE'LL SEE ABOUT THAT!! 

[SOUND] 

CRACCKK! 

EVIL-LYN (BALLOON) 

HE BROKE YOUR HAVOC STAFF, 
SKELETOR! ! 

12. SKELETOR (BALLOON) 

BACK! BACK!! TO SNAKE MOUNTAIN! 
I WILL RETURN, HE-MAN, MARK MY 
WORDS!! 

HE-MAN (BALLOON) 

NO DOUBT WITH SOME MORE TRICKS. 
YOU'LL NEVER LEARN, SKELETOR, 


THAT GOOD WILL ALWAYS WIN OVER 


EVIL '4 


He Man puts Tri-Klops away with a 
solid punch which sends all three 
eyes spinning. 


Skeletor raises the Havoc Staff to 
zap He Man, but He Man's faster and 
grabs the staff snapping it in two. 


Skeletor and the Lords of Destruction 
run like crazy with Skeletor shaking 
his fist at He Man. 
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MASTERS OF THE UNIVERSE - Comic Book 7 of 7 


TITLE: RING OF DREAMS 


INT. THRONE ROOM 

The Queen hands the ring over to 
He Man. Teela looks very angry 

and adamant, but Man At Arms is 

fairly sanguine about the whole 

thing. He Man smiles. 


13. QUEEN (BALLOON) 
HERE'S THE RING, HE-MAN. WHAT 
DO YOU INTEND TO DO WITH IT? 
TEELA (BALLOON) 

THROW IT AWAY! IT'S EVIL!! 
MAN-AT-ARMS (BALLOON) 

NO, TEELA, THE RING ISN'T EVIL. 
IT WAS: ONLY USED FOR EVIL THINGS. 
HE-MAN (BALLOON) 

RIGHT, MAN-AT-ARMS. THIS GOES 


BACK WHERE IT BELONGS. 


The Dwarf King accepts the ring from 
He Man while everyone looks on knowing 
that it will only be used for good. 


14. DWARF KING (BALLOON) 

WE ARE GRATEFUL TO YOU FOR THE 
RETURN OF THE RING OF DREAMS, HE- 
MAN. WE ONLY USE IT FOR THE POWER 
OF GOOD. 

TEELA (BALLOON) 

YOU'RE RIGHT AGAIN, HE-MAN. WHEN 
WILL I EVER LEARN? 

HE-MAN (BALLOON) 

WHAT IS MORE IMPORTANT, IS THAT 

I HOPE SKELETOR HAS LEARNED A 
LESSON. WHEN YOU TRY AND TWIST 
THE TRUTH IT ALWAYS HURTS. YOU. 
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UPON HE-MAN'S RETURN, 
THE FESTIVAL CONTINUES... 
WITH SOMETHING NEW TO 
CELEBRATE! 


HE-MAN AND THE MASTERS OF THE UNIVERSE 
MINICOMIC COLLECTION VOLUME 2 


THE TOY JUGGERNAUT MASTERS OF THE UNIVERSE AND 
ITS SUBSEQUENT ACTION FIGURE LINES FEATURED MEMORABLE PACK-IN 
MINICOMICS THAT AIDED IN PLAYTIME FOR CHILDREN ACROSS THE WORLD. 


This collection features dozens of stories from the US release of the ‘80s Masters 
of the Universe line, the ‘80s Princess of Power line, and the ‘80s and '90s He-Man 
line, plus an introduction to the minicomics in the current Masters of the Universe 
Classics toy line. This edition also includes insightful interviews with the original comic 
creators, including such modern fifans as Steven Grant, Tim Seeley, and Jim Mitchell! 
Featuring stories by iconic creators such as Robert Kirkman (The Walking Dead), 
Bruce Timm (Batman: The Animated Series), and many more! 
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